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THEME PARK US NAVY FIGHTERS TRANSPORT TYCOON MASTER OF MAGIC EARTH SEIGE LEMMINGS 1 & 2 ALONE/DARK 3 TFX INDY CAR RACING WORLD OF LEMMINGS 

28.99 DISK OR CD 33.99 CD 29.99 or 22.99 cd 29.99 disk or cd 26.49 or 28.99 cd-£3 xs 12.99cd 30.99 cd 29.99 disk 20.99 co 19.99 23.99 or 26.99 cd-£3 xs 


r‘''7Ai>oijyiwr-MfASf woff '"‘1 

I* = NEW Item j 

IEV = EVGA (Enhanced VGA 256 colours) | 
;SV = Super VGA • 

j 486 = Min machine requirement | 

jMB = Minimum requirement of RAM | 

1 NDS=No double space 1 

I (18) - We only accepted faxed or posted orders. | 
I Please sign and state “I am over 18” j 

|XS SAVER = Deduct amount shown until | 

[date shown. 1 

I B.O.G.O.F. = Buy One Get One Free • Offer | 

j redeemable through Electronic Arts. Buy one | 
I B.O.G.O.F. CD title and choose another for free. | 
i UNLESS STATED MINIMUM SYSTEM j 

I 386 WITH VGA AND 2MB J 

’ pc s's” DISK 


1942-PACIFIC AIR WAR .15.99 

A.T.A.C. V/286 9.99 

ACES OVER EUROPE .12.99 

ALADDIN .20.99 

ALONE IN THE DARK EV .16.99 

AWARD WINNERS GOLD 

SENSIBLE SOCCER, ELITE. JIMMY WHITES 

SNOOKER, ZOOL .23.49 

AWARD WINNERS 3 

CIVILISATION, ELITE 2, LEMMINGS .23.99 

B17 FLYING FORTRESS EV/286 16.99 


MAGIC CARPET 486/4MB • .30.49 

XS SAVER - DEDUCT £3 UNTIL MAY 31 


MASTER OF MAGIC 


.29.99 


NASCAR .26.49 

NEW WORLD OF LEMMINGS .23.99 

XS SAVER - DEDUCT £3 UNTIL JUNE 30 

ON THE BALL - LEAGUE EDITION .12.49 

OVERLORD 486 22.99 

PIZZA TYCOON .29.99 

PREMIER MANAGER 2 9.99 

PREMIER MANAGER 3 .21.99 

PREMIER MANAGER 3 EDITOR • .12.99 

RISE OF THE TRIAD 486/4MB.21.99 

ROMEAD92* .12.99 

SAM & MAX HIT THE ROAD .18.99 

SEAL TEAM .17.99 

SECRET OF MONKEY ISLAND EV/286 .12.49 

SECRET OF MONKEY ISLAND 2 EV/286 .12.99 

SENSIBLE SOCCER 

INTERNATIONAL EDITION .15.49 

SETTLERS .17.49 

SIM CITY 2000 SV/4MB .22.99 

SIM CITY 2000 SCENARIOS VOL 1 .12.99 

SIM CITY 2000 URBAN RENEWAL KIT • .15.99 

SPACE LEGENDS 

WING COMMANDER. MEGATRAVELLER, 

ELITE PLUS 286 ... ..11.99 

SPACE QUEST 6 • 29.49 

SPEEDBALL 1 & 2 286 .8.99 

SPORTS MASTERS 

PGA GOLF, INDY 500, ADVANTAGE TENNIS, 
EUROPEAN CHAMPIONSHIP’S 1992 .11.99 


BATTLETECH RPG POWER HITS, 

BATTLETECH, CRESCENT HAWK'S 

REVENGE AND MECHWARRIOR • .13.99 

CANNON FODDER 2 23.49 

CHAMPIONSHIP MANAGER COLLECTION 

93/94 + UPDATE DISK .14.99 

1995 EDITION .20.99 

CHAMPIONSHIP MANAGER 94/95 

END OF SEASON DATA DISK .12.99 

CLASSIC COLLECTION 

DELPHINE (FLASHBACK, CRUISE FOR A 

CORPSE, ANOTHER WORLD, OPERATION 

STEALTH, FUTURE WARS .20.49 

COLONIZATION 4MB .28.99 

COMBAT CLASSICS 3 

HISTORYLINE, CAMPAIGN, GUNSHIP 2000 23.99 

DESCENT 4MB .25.99 

DISCWORLD 486/4MB • .28.99 

DOOM 1 24.99 

DOOM 2 4MB .29.99 

DOOM 2 DATA DISK VOL 1 • .9.99 

DOOM 2 EDITOR • .9.99 

DOOM COLLECTOR’S DATA DISK 

DOOM 1 D/D VOL1.2,3,4 & EDITOR -t- 

DOOM 2 EXTRA LEVELS & EDITOR • .19.99 

EARTH SIEGE .26.49 

XS SAVER - DEDUCT £3 UNTIL MAY 31 

EARTH SIEGE DATA DISK • .18.49 

ELITE 2 (FRONTIER) NDS .14.99 

ELITE PLUS V/286 .5.99 

EYE OF THE BEHOLDER 3 EV .12.99 

FLEET DEFENDER AND SUBWAR 2050 • .. .24.99 

FRONTIER - FIRST ENCOUNTERS 4MB .24.99 

GUILTY (INNOCENT UNTIL CAUGHT 2) EV • 23.99 
XS SAVER - DEDUCT £3 UNTIL MAY 31 

INDY CAR RACING .19.99 

INDY CAR RACING TRACK DATA DISK .13.99 

LEMMINGS 2 286 9.99 


LUCAS ARTS TRIPLE PACK VOL1 
X-WING, B-WING, IMPERIAL PURSUIT EV ...24.99 
LUCAS ARTS TRIPLE PACK VOL2 
INDY - FATE OF ATLANTIS, DAY OF THE 
TENTACLE, SAM & MAX HIT THE ROAD EV 31.49 


SUB WAR 2050 19.99 

SUPER KARTS 486/4MB • .34.99 

SYNDICATE -i- DATA DISK EV/4MB .25.99 

SYSTEM SHOCK 4MB .28.99 

THE GREATEST 

SHUTTLE, LURE OF THE TEMPTRESS. 

DUNE .19.99 

THEME PARK 4MB .28.99 

TIE FIGHTER 486/4MB .27.99 

TIE FIGHTER DATA DISK VOL 1 .15.49 

TIE FIGHTER DATA DISK VOL 2 .15.49 

TRANSPORT TYCOON SV/4MB .29.99 

UFO - ENEMY UNKNOWN 4MB .27.99 

ULTIMA 8 - PAGAN 4MB .19.99 

ULTIMA UNDERWORLD EV .11.99 

WING COMMANDER ACADEMY EV .11.99 

WING COMMANDER ARMADA V .23.99 

WOLFPACK • 20.99 

WORLD CUP YEAR 94 

GOAL, CHAMPIONSHIP MANAGER 94 + 

DATA DISK, STRIKER, SENSIBLE SOCCER 15.49 

WORMS • 20.99 

X-COM - TERROR OF THE DEEP 4MB .28.99 

3.5” DISK UTILITY 

COMPUSERVE INFORMATION MANAGER • 24.99 
GRANADA TV HOUSESTYLE 3D 

INTERIOR DESIGNER. 286 17.99 

JUST LOTTO • .16.99 

KLIK AND PLAY FOR WINDOWS 4MB .27.99 

LOTUS BUNDLE FOR WINDOWS WIN3.1 ...54.99 

MS CREATIVE WRITER FOR 

WINDOWS WIN3.1/4MB .35.99 

MS DOS 6.22 UPGRADE .49.99 

MS MONEY FOR WINDOWS WIN3.1/286 .37.99 

MS PUBLISHER 2.0 FOR WINDOWS 4MB ...79.99 

MS WINDOWS 3.11 COMPLETE 4MB .85.99 

MS WINDOWS 3.11 UPGRADE 4MB .54.99 


QEMM V.7.5 MEMORY MANAGEMENT 4MB 67.99 
SUPERJAM FOR WINDOWS. 

EASY MUSIC CREATOR FOR WINDOWS. • ...44.99 
WINFAX PROFESSIONAL V.4 FOR WINDOWS 
EXTENSIVELY FEATURED WINDOWS FAX 
PACKAGE WIN3.1/4 MB • .74.99 


CD ROM GAMES 


1942-PACIFIC AIR WAR GOLD . 

ACE OF CARDS* . 

ACES OF THE DEEP . 

XS SAVER - DEDUCT £3 UNTIL MAY 31 


29.99 

18.49 

29.99 


ALIEN BREED - TOWER ASSAULT • .23.99 

ALONE IN THE DARK 3 486/4MB .30.99 


AWARD WINNERS 3 

CIVILISATION, ELITE 2. LEMMINGS .23.99 

B17 FLYING FORTRESS 286 .12.99 

BATTLECHESS COMPILATION • 28.99 

BIOFORGE 486/4MB* .36.99 

XS SAVER - DEDUCT £3 UNTIL MAY 31 

BRIDGEMASTER • 23.99 

BURNTIME • 16.99 

CADILLACS & DINOSAURS •.26.49 


CHALLENGE PACK 

EPIC, F29. PUSH OVER, ROBOCOP 3, 

MIGHT & MAGIC 2, CONTRAPTIONS, 
D-GENERATION, PAPERBOY 2. 
CHESSMASTER2100 .25.99 


CHAMPIONSHIP MANAGER COLLECTION 


93/94 -H UPDATE DISK .14.99 

CIVILISATION .17.49 

COLONIZATION 4MB .22.99 


COMBAT CLASSICS 3 

HISTORYLINE, CAMPAIGN, GUNSHIP 2000 23.99 


COMMAND & CONQUER 486/4MB • .31.49 

DAEDELUS ENCOUNTER 486/4MB • .31.49 

DAMNESIA • 30.99 

DAMOCLES • .30.99 

DARK FORCES 486/8MB 34.99 

DESCENT 486/4MB • .28.99 

DOOM 2 4MB .35.99 

DISCWORLD 486/4BM 36.99 


EARTH SIEGE .28.99 

XS SAVER • DEDUCT £3 UNTIL MAY 31 

EARTH SIEGE DATA DISK • .18.49 

ECSTATICA4MB .17.99 

ELITE 2 (FRONTIER) NDS .14.99 

FABLES & FIENDS PART 3 - 486/4MB .25.49 

FIFA INTERNATIONAL SOCCER.27.49 

B.O.G.O.F 


FLASHBACK • .26.49 

FOOTBALL GLORY •.21.99 

FRONTIER - FIRST ENCOUNTERS 4MB .24.99 

FRONTLINES • .24.49 

GENETICS 486/4MB • .31.49 

GREAT NAVAL BATTLES 3 • .28.99 

GREMLIN COMPILATION VOL 1 

ZOOL, LOTUS 3, HAMMER OF GODS 486 • ...26.49 

HIGH SEAS TRADER • .24.49 


INTERPLAY TENTH ANNIVERSARY ANTHOLOGY 

OUT OF THIS WORLD, STAR TREK - 25TH 
ANNIVERSARY, CASTLES, LORD OF T 
HE RINGS, BATTLECHESS. DRAGON 
WARS. WASTELAND. BARD’S TALE, 

TASS TIMES, MINDSHADOW 286 .16.99 


KING’S QUEST COLLECTION 

KING’S QUEST 1 TO 6 4MB .29.49 

KINGDOM - THE FAR REACHES • .28.99 

KIXX COLLECTION VOL 1 


ANIMALS, WORLD ATLAS, SPACE ENC’PEDIA, 
W/CUP USA 94, WINTER OLYMPICS, LINKS. 
THUNDERHAWK, CURSE OF ENCHANTIA, J. 
POND 2. OUTRUN, PRINT & PAINT. ITS ALL 
RELATIVE. MICHAEL JACKSON, PHIL COLLINS. 


MADONNA & JOHNNY CASTAWAY .30.99 

LEMMINGS 1 & 2286 .12.99 

LINKS 386 CD 4MB • .25.49 

LITTLE BIG ADVENTURE 486/4MB .33.99 


LOADSTAR 486/4MB • 26.49 

MAGIC CARPET 486/4MB .33.99 

B.O.G.O.F 

MAGIC CARPET DATA DISK 486/4MB • .17.99 

MASTER OF MAGIC .29.99 

MECHWARRIOR 2 - THE CLANS • .31.99 

MYST (WINDOWS) 486/4MB .32.99 

NASCAR .27.99 

NASCAR DATA DISC • .16.49 

OPERATION CRUSADER • 28.99 

PGA TOUR GOLF 486 486/4MB .34.49 

PIZZA TYCOON .29.99 

POWERGAMES 2 

GUNSHIP 2000, INDY 500, JETFIGHTER • ...11.99 

POWER GAME 3 

SPECTRE. SUPER TETRIS, F15 

STRIKE EAGLE 3 • 23.99 

POWER HOUSE • .24.49 

PREMIER MANAGER 3 .16.99 

RALLY CHAMPIONSHIPS • 20.49 

REBEL ASSAULT EV/4MB .31.99 

RENEGADE • .28.99 

RISE OF THE TRIAD 4MB.27.99 

OLD TIMER*.21.99 

SAM & MAX HIT THE ROAD EV/4MB .28.99 

SEAL TEAM * 12.99 

SHADOWCASTER * .12.99 

SIM CITY 2000 -I- DATA DISK SV/4MB .31.99 

SOCCER SUPER STARS V * .20.49 

SPACE QUEST COLLECTION 

SPACE QUEST 1 TO 5 4MB .29.49 

STAR TREK - 25TH ANNIVERSARY EV .16.99 

- THE NEXT GENERATION 486/4MB 32.99 

STAR TREK 2 - JUDGEMENT RITES EV * .. .28.99 

STRIKE COMMANDER EV/4MB .12.99 


SUPER ARCADE GAMES 
OVER 100 OF THE BEST ARCADE GAMES ON 
ONE COLLECTION CD, INCLUDES DOOM, DUKE 
NUKEM II, EPIC PINBALL. JETPACK, SPEAR OF 


DESTINY PLUS MANY MORE WELL 

KNOWN TITLES . 19.99 

SUPER KARTS 486/4MB * .34.99 

SYNDICATE + DATA DISK EV/4MB .12.99 

SYSTEM SHOCK 4MB * . 28.99 

B.O.G.O.F 

TELSTAR PACK VOL1 

7TH GUEST & DUNE EV/486 .34.99 

TELSTAR PACK VOL5 

MEGARACE & BLOODNET * .25.99 

TEMPTATION 

7TH GUEST, INDY CAR -i- D/D, HAND OF 

FATE, LANDS OF LORE 4MB * .31.49 

TFXEV/4MB .20.99 

THEME PARK 4MB .28.99 

B.O.G.O.F 

TRANSPORT TYCOON SV/4MB .22.99 

UFO AND MASTER OF ORION * 28.99 

ULTIMATE FOOTBALL MANAGER * 19.99 

UNDER A KILLING MOON EV .36.99 

US NAVY FIGHTERS 486/4MB 33.99 

B.O.G.O.F 

VIRTUAL POOL * .28.99 

VOYAGES OF DISCOVERY * .21.99 

VP POWER VOLUME 1 

OVER 100 SHAREWARE GAMES, UTILITIES AND 
EDUCATION PROGRAMS ON ONE WELL 

PRESENTED CD* ..16.99 

WING COMMANDER 3 (15) SV/486/8MB .39.99 

WING COMMANDER ARMADA .28.99 

WORMS * 24.99 

X-WING COLLECTION 

X-WING. B-WING, IMPERIAL PURSUIT + 6 NEW 
LEVELS EV .34.49 

X-COM - TERROR FROM THE DEEP 4MB .. .28.99 
ZORK ANTHOLOGY A COLLECTION OF FIVE 
ORIGINAL ZORK ADVENTURES * .12.99 


PC CD ROM INTERACTIVE 

COMPTON’S INTERACTIVE ENCYCLOPEDIA ‘95 FOR 
WINDOWS. OVER 35,000 REFERENCES, WITH OVER 
8,000 PICTURES, 100 FULL MOTION VIDEOS, AND 15 
HOURS OF SOUND TO BRING THE INFORMATION 


TO LIFE EV/486/8MB.45.99 

DIGITAL DREAMWARE 

INTERACTIVE MUSIC AND VISUAL CD WITH SIX 
DANCE SOUNDTRACKS ACCOMPANIED BY 

STUNNING GRAPHICS. 4MB* .15.99 

DISTANT SUNS V3.0 FOR WINDOWS 


FULLY ACCURATE PLANETARIUM. ENHANCED VERSION 
INCLUDING OVER 1,500 VIDEO CLIPS PICTURES OF 
PLANETS AND HUBBLE GUIDE STAR CATALOGUE OF 16 


MILLION STARS.44.99 

DORLING KINDERSLEY TITLES 
DK ANNE HOOPER’S ULTIMATE SEX DISC FOR 

WINDOWS. EV/486/4MB * .35.99 

DK ENCYCLOPEDIA OF NATURE FOR WINDOWS. 

EV/486/4MB* .41.99 

DK EYEWITNESS ENCYCLOPEDIA OF SCIENCE FOR 

WINDOWS. EV/486/4MB* .41.99 

DK MY FIRST INCREDIBLE AMAZING DICTIONARY 

FOR WINDOWS. EV/4MB .29.99 

DK THE WAY THINGS WORK FOR WINDOWS EV/4MB 41.99 
DK ULTIMATE HUMAN BODY FOR WINDOWS EV/4MB 41.99 
DK WORLD REFERENCE ATLAS FOR WINDOWS 
EV/486/4MB* .47.99 


GHOSTS FOR WINDOWS 

AN INCREDIBLE ADVENTURE GAMEPLAY WITH ACTUAL 
AUDIO AND VIDEO FOOTAGE OF REAL GHOSTLY 
SIGHTINGS. HOSTED BY CHRISTOPHER LEE. EV/48629.99 
MIDNIGHT MOVIE MADNESS FOR WINDOWS 
THE ALTERNATIVE GUIDE TO MOVIES, FEATURING 
CLIPS AND STILLS FROM MANY B-MOVIES AND 

CULT MOVIES. EV/486/4MB* .34.99 

MONTY PYTHON’S COMPLETE WASTE OF TIME FOR 
WINDOWS. A COLLECTION OF OVER 20 INTERACTIVE 
SCREEN SAVERS, A ‘DESKTOP PYTHONISER‘, AND OVER 
30 CLASSIC SKETCHES FROM THE TOP TV SHOW. 
EV/486/4MB.37.99 


MICROSOFT TITLES 


MS ANCIENT LANDS FOR WINDOWS 4MB .38.99 

MS ART GALLERY FOR WINDOWS 4MB .39.99 

MS CINEMANIA ‘95 FOR WINDOWS 4MB .39.99 

MS ENCARTA‘95 FOR WINDOWS. 4MB .65.99 

MS ASIMOV’S ULTIMATE ROBOT EV/486/4MB * .40.99 

MS MUSIC FOR WINDOWS 4MB 

- BEETHOVEN .36.99 

- MOZART .36.99 

- SCHUBERT .36.99 

- STRAUSS .36.99 

- STRAVINSKY .36.99 

WATCH AND LISTEN TO A COMPLETE PERFORMANCE 

WITH OPTIONAL COMMENTARY 
MS MUSICAL INSTRUMENTS FOR WINDOWS 4MB . . 36.99 
MS ULTIMATE HAUNTED HOUSE. EV/486/8MB * .34.99 


PRINCE - INTERACTIVE FOR WINDOWS 
EXPLORE THE WACKY AND EXOTIC WORLD OF PRINCE, 
LISTEN TO HIS MUSIC, WATCH AND EDIT HIS VIDEOS, AND 
SOLVE FUN PUZZLES. GREAT FUN FOR FANS AND NON¬ 


FANS ALIKE. EV/486/4MB .34.99 

THE MASK FOR WINDOWS 

INTERACTIVE CD ROM COMIC COVERING THE FIRST FIVE 
MASK PUBLICATIONS WITH OVER TWO HOURS OF 

ORIGINAL MUSIC AND DIALOGUE. EV/484/4MB * .19.99 

RANDOM HOUSE KID’S ENCYCLOPEDIA 
ENCYCLOPEDIA WITH OVER 2,000 ARTICLES AND 
OVER 250 MOVIES AND ANIMATIONS, AIMED AT 
CHILDREN AGED 7-12. TWO CD’S PACKED WITH 

INFORMATION AND GAMES. EV386/4MB * .32.99 

WORLD SOCCER - THE INTERACTIVE REVIEW 
OVER 1,000 PHOTO’S, 150 VIDEO CLIPS AND A HUGE 
DATABASE OF INFORMATION OF THE WORLD’S 
PREMIER FOOTBALL EVENT. COMPLETE WITH 
THE GAME EMPIRE SOCCER.EV486/4MB * .24.99 


HINT BOOKS AND GUIDES 


1 PRINTER BITS 

LEADS 


FROM ONLY kII 

19.99 1 ' 


CANNON FODDER OFFICIAL GUIDE ...11.99 

CORISH’S COMPUTER GAMES GUIDE 
HINTS, TIPS ANDPOKES FOR OVER 600 
COMPUTER GAMES .12.99 

DOOM SURVIVORS STRATEGY GUIDE 
(INCLUDES DATA DISK). LOTS OF HINTS 

AND TIPS .18.99 

DOOM II OFFICIAL STRATEGY GUIDE 18.49 

DUNGEON MASTER HINT BOOK.3.99 

EYE OF THE BEHOLDER 2 HINT BOOK 9.99 
EYE OF THE BEHOLDER HINT BOOK .. .9.99 

INDIANA JONES AND FATE OF ATLANTIS 
HINT GUIDE. WALKTHROUGH SOLUTION 
(TEAM, WITS AND FISTS PATHS) SPECIAL 

RESERVE CLUB VERSION .3.99 

OUTPOST OFFICIAL STRATEGY GUIDE 17.99 


SECRET OF MONKEY ISLAND HINT BOOK ...9.99 
SECRET OF MONKEY ISLAND 2 HINT BOOK 9.99 

SECRETS OF FRONTIER (ELITE 2) .9.49 

SIMCITY 2000 OFFICIAL HANDBOOK. 

A COMPREHENSIVE GUIDE . 

STAR TREK THE NEXT GENERATION 

- FUTURE PAST SOLUTION BOOK . 


TIE FIGHTER OFFICIAL 


ULTIMA 7 AND ULTIMA UNDERWORLD 

GUIDE BOOK .17.99 

WING COMMANDER 1 AND 2 

GUIDE BOOK .14.99 

X-WING OFFICIAL STRATEGY GUIDE 17.99 


NK CARTRIDGE (BLACK) 

CANON BJ-10EX OR BJ-10SX .19.99 

CANON BJ-200 OR BJ-200EX .23.99 

CANON BJC-4000. HIGH CAPACITY 
DOUBLE LIFE FOR EXTENDED USE ...12.99 


.15.99 

- CITIZEN PROJET IIC (2 PACK) . 

.9.99 


- EPSON STYLUS 800 . 

.11.99 

.13.99 

- EPSON STYLUS COLOUR . 

.16.99 

.15.99 

INK CARTRIDGE (COLOUR) 

- CANON BJC-4000 . 

.19.99 


- CITIZEN PROJET IIC . 

.29.99 

.18.99 

- EPSON STYLUS COLOUR . 

.32.99 


.9.99 


- STAR SJ-144 . 

RIBBON (BLACK) 

- CITIZEN 24, 200, 224, 240 OR ABC .. .6.99 

-CITIZEN9, 90 0R120D .5.99 

- PANASONIC KXP2123, KXP2180, 

KXP2124 .11.99 


HI-FI AUDIO LEAD - PC SOUND CARD 
TO HI-FI (2 METRES, JACK TO 

2 X PHONO CONNECTORS) .7.99 

JOYSTICK SPLITTER FOR PC (15 PIN). 10.99 
KEYBOARD ADAPTOR FOR PS/2. 

ALLOWS ATI 02 KEYBOARDS TO BE 
CONNECTED TO A PS/2 STYLE MINI 

DIN SOCKET .7.99 

KEYBOARD EXTENDER CABLE FOR PC 
2 METRES, USES STANDARD 5 PIN DIN 

CONNECTOR .7.99 

NULL MODEM CABLE (25 PIN) .9.99 

NULL MODEM CABLE (9 PIN) .9.99 

PARALLEL DATA TRANSFER CABLE 
FOR USE WITH DOS 6.x INTERLINK ...10.99 
PRINTER LEAD (PARALLEL) 

1.5 METRES .5.99 

10 METRES .15.99 


BLANK DISKS 


f CASE= FREE PLASTIC 
_FQR_50_ J FLIPTOP CASE 

3.5” DOUBLE 
DENSITY DISKS 

10 SPECIAL RESERVE DISKS -i- CASE .6.99 

10TDKMF-2DD .7.99 

50 SPECIAL RESERVE DISKS .19.99 

50 TDK MF-2DD DISKS .22.99 

3.5” HIGH DENSITY DISKS 

10 SPECIAL RESERVE HD DISKS -^ CASE .7.99 

10 TDK MF-2HD DISKS .9.99 

50 SPECIAL RESERVE HD DISKS .23.99 

50 TDK MF-2HD DISKS .27.99 

DSDD 5.25” DISKS 

10 PACK GOLDSTAR DSDD DISKS (96 TPI, 720K)1.99 


JOYSTICKS & MICE 



CH FLIGHT STICK 
ANALOGUE 
15 PIN 
29.99 

GRAVIS 
JOYSTICK 
ANALOGUE, 

15 PIN 
29.99 

SAITEK 
MEGASTICK 3 
DIGITAL,15 PIN 



SAITEK MEGAGRIP 8 

ANALOGUE, AUTOFIRE, 15 
PIN 4 FIRE BUTTONS 
WITH LED 
15.99 


PC OPTIX 
JOYSTICK 

OPTICAL, ANALOGUE/DIGITAL 
SWITCHABLE 15 PIN 
25.99 




PHASE 9 

PHANTOM 2 DIGITAL, 15 
PIN AUTOFIRE & SLOW 
MOTION 
16.99 


QUICKSHOT 123 WARRIOR 

(ANALOGUE,15 PIN) 


QUICKSHOT 
201 SUPER WARRIOR 5 

(ANALOGUE, AUTOFIRE, 
15 PIN) 
14.99 


GRAVIS ADVANCED 
GAME PAD 
21.99 



EKLIPSE MOUSE 

290-2900 DPI VARIABLE 3 
BUTTON, LONG CORD 
MICROSWITCHED, FREE 
MOUSE MAT 
10.99 


ATARI LYNX 2 + BATMAN RETURNS 


WESTERN DIGITAL MOUSE 

290-2900 DPI VARIABLE, 3 
BUTTON MICROSWITCHED 
10.99 






POWERFUL 16 BIT COLOUR 
HANDHELD WITH BATMAN 
RETURNS GAME AT AN 
UNBEATABLE PRICE 

29.99 


MOUSE MAT 

WITH SPONGE BACKING 
4.99 


MAINS ADAPTOR (RECOMMENDED) ...11.99 

CHECKERED FLAG ...10.99 RAMPAGE .11.99 

DINO OLYMPICS .12.99 STEEL TALONS.9.99 

DIRTY LARRY .14.99 WARBIRDS .14.99 

LEMMINGS .24.99 WRLD CLSS SOCCER 11.99 

PINBALL JAM .11.99 XENOPHOBE .11.99 



















































































































































































































































































DX2/66 
Processor 
NOT the 
reduced SX 
chip - NOT 
the slower 
DX2/50 chip 


Genuine 
Samsung 
fast huge 



QUAD MULTIMEDIA 

4S6 DX2/66 P( 4/5601 

999.99 

EX VAT PRICE 

INCLUDING MEMBERSHIP AND 24HR 
DELIVERY (SUBJECT TO STCKK) 

(1174.99 


quo^ILOW cost upgrades 

I TO MULTIMEDIA 


Sales: 01279 600204 


Speed 
Creative 
CD-ROM 
Drive 
featuring 
600 KB/sec 


Genuine 
Microsoft 
Software 
Bundle 
really worth 
over £250 
AND four 
great games 
as a bonus 



NOW WITH CREATIVE 
QUAD SPEED CD 





QUAD 486 PC MINI TOWER 

• MIDI TOWER CASE WITH FOUR DRIVE BAYS 

• INTEL 486 DX2y66 PROCESSOR 
(UPGRADEABLE TO PENTIUM) 

• FAST & SMOOTH 13 MS 560 MB HARD DRIVE 

• 4 MB RAM UPGRADEABLE TO 64MB 

• FAST 32 BIT GRAPHICS ACCELERATOR TO SVGA 

• 1 MB VIDEO RAM UPGRADEABLE TO 2 MB 

• 256K CACHE FOR FULL DX2/66 POWER 

• 3 VESA LOCAL BUS SLOTS AND SIX ISA SLOTS 

• SAMSUNG 14" LOW RAD 0.28 DOT PITCH 
SVGA MONITOR (2 YR ON SITE WARRANTY) 

• 102 KEY KEYBOARD, MOUSE & MAT 

• CREATIVE SOUND BLASTER 16 VALUE SOUND CARD 

• LATEST CREATIVE QUAD CD ROM DRIVE 
HIGH SPEED 600KB/SEC TRANSFER RATE 

• PASSIVE/ACTIVE STEREO SPEAKERS 

• MS WINDOWS 3.11 AND MS DOS 6.22 

• MS WORKS 3 INTEGRATED OFFICE SUITE 

• MS PUBLISHER DESKTOP PUBLISHER 

• MS ENCARTA '95 FABULOUS ENCYCLOPEDIA ON CD 

• MS BOOKSHELF 7 REFERENCE BOOKS 

• MS ANCIENT LANDS GUIDE TO ANCIENT HISTORY 

• MS CINEMANIA 95 GUIDE TO 19.000 MOVIES 

• MS MUSICAL INSTRUMENTS 

• MS DANGEROUS CREATURES 

• MS SCENES SCREEN SAVER 

• EIGHT CLASSIC GAMES - MS GOLF, 

CIVILIZATION. ELITE 2, LEMMINGS, 

SYNDICATE, WING COMMANDER 2. 

STRIKE COMMANDER AND ULTIMA 8 

• 12 MONTHS WARRANTY 

• 24 HOUR DELIVERY TO UK MAINLAND 
SUBJECT TO STOCK 

OPTIONS (PRICES EXCLUDING MEMBERSHIP) 

QUAD 4 • WITH 4 MB RAM CHIP (3 SPARE RAM SLOTS) 

QUAD 8 • WITH 8 MB RAM CHIP (3 SPARE RAM SLOTS) 

QUAD 16 • WITH 16 MB RAM CHIP (3 SPARE RAM SLOTS) 

FOR INTEL DX4/100 CPU OPTION - JUST ADD £100 (INCLUDING VAT) TO ABOVE PRICES 
TRUST PRIME 4 NON-MULTIMEDIA 486 MINI TOWER PC WITH SAMSUNG MONITOR FROM 
£595.99 PLUS VAT, PLEASE CALL OUR SALES LINE ON 01279 600204 FOR DETAILS. 


CREATIVE 563 

DUAL SPEED CD ROM .114.99 

CONNECTS DIRECTLY TO SOUND BLASTER SOUND CARDS 
WITH BUILT-IN PANASONIC INTERFACE OR VIA INTERFACE 
CARD (AVAILABLE SEPARATELY). 

INTERFACE CARD FOR CREATIVE 563 .14.99 

ALLOWS CD ROM DRIVE TO BE CONNECTED WITHOUT A 
SUITABLE SOUND CARD 

NEC QUAD SPEED CD ROM .145.99 

QUAD SPEED PLUGS DIRECTLY INTO IDE CONTROLLER CARD. 

QUADROMEDIA ‘95 

MULTIMEDIA .269.99 

FEATURING TOSHIBA QUAD SPEED IDE CD ROM DRIVE, 16 BIT 
STEREO WAVE TABLE UPGRADEABLE SOUND CARD (FULLY 
SOUND BLASTER PRO 2 COMPATIBLE), Zl -FI PRO 2 ACTIVE 
MULTIMEDIA STEREO SPEAKERS. INCLUDES MICROSOFT 
WORKS V3.0 , MICROSOFT ENCARTA ‘95 , MICROSOFT 
MONEY, MS DANGEROUS CREATURES AND MS SCENES. 
INCLUDES FULL FITTING INSTRUCTIONS AND USER MANUAL. 

1 YEAR WARRANTY 

TRUST MULTIMEDIA .199.99 

DOUBLE SPEED MULTIMEDIA KIT FEATURING TRUST SOUND 
EXPERT 16 SOUND CARD (FULLY SOUND BLASTER PRO 2 
COMPATIBLE), TRUST CAROUSEL 16 DOUBLE SPEED IDE CD 
ROM DRIVE, TRUST SOUNDWAVE 40 ACTIVE MULTIMEDIA 
STEREO SPEAKERS (15 WATT). INCLUDES 4 CD ROM TITLES, 
ULTIMATE GAMES CD. ULTIMATE DOS CD, ULTIMATE SOUNDS 
CD AND ULTIMATE WINDOWS CD. INCLUDES FULL FITTING 
INSTRUCTIONS AND USER MANUAL. 1 YEAR WARRANTY 


SOUND CARDS 


SOUND BLASTER 16 PRO ASP SOUND CARD 149.99 

16 BIT STEREO, 20 VOICES. JOYSTICK PORT. 4 WATT STEREO 
AMPLIFIER, WAVE BLASTER UPGRADEABLE, IDE CD ROM 
INTERFACE. INCLUDES CREATIVE ENSEMBLE SOFTWARE. 

SOUND BLASTER 16 SOUND CARD BUNDLE ...84.99 

16 BIT STEREO SOUND CARD, WITH PANASONIC CD ROM 
INTERFACE AND UTILITY SOFTWARE 

TRUST EXPERT 16 SOUND CARD .59.99 

16 BIT STEREO SOUND CARD. 4 CD ROM INTERFACES, SOUND 
BLASTER PRO 2 COMPATIBLE AND UTILITY SOFTWARE 


STEREO SPEAKERS 


SCREENBEAT 3 SPEAKERS .14.99 

4 WATTS MAGNETICALLY SHEILDED WITH BASS 
AND VOLUME CONTROLS. BATTERY OR MAINS 
OPERATION (NOT SUPPLIED) 

MAINS ADAPTOR FOR 
SCREENBEAT SPEAKERS ...7.99 

QUICKSHOT SOUNDMATE 4 
SPEAKERS...15.99 

4 WATTS MAGNETICALLY SHEILDED WITH BASS, 

TREBLE AND VOLUME CONTROLS. BATTERY OR 
MAINS OPERATION (NOT SUPPLIED) 

QUICKSHOT SOUNDSTOR STEREO 

SPEAKER CONSOLE .42.99 

10 WATTS, MAGNETICALLY 
SHEILDED WITH BASS, TREBLE, 
BALANCE AND VOLUME 
CONTROLS. MAINS ADAPTOR 
SUPPLIED 



PENTIUM OVERDRIVE 

299.99 


4MB RAM SIMM 

124.99 


inteT 


560 MB HARD DRIVE COLOUR SCANNER BJC 4000 PRINTER EXTERNAL MODEM 486 DX2/66 UPGRADE 

155.99 255.99 309.99 99.99 99.99 



INTEL CPU UPGRADES 


PENTIUM OVERDRIVE 63MHZ CPU .299.99 

GREATLY INCREASES THE SPEED OF ALL 486 MACHINES WITH P24T 
UPGRADE SOCKET (CHECK MANUAL PRIOR TO ORDERING). INCLUDES 
FITTING INSTRUCTIONS, INTEGRAL FAN AND DEMO CD 

486 DX2/66 CPU CHIP .99.99 

INTEL UPGRADE CHIP FOR 486 MOTHERBOARDS (PLEASE CHECK WITH 
_ YOUR MANUAL TO ENSURE COMPATIBILITY) 


RAM UPGRADES 


SIMM MEMORY UPGRADES 72 PIN, 70NS ACCESS TIME 

4 MB SIMM RAM .124.99 

8 MB SIMM RAM .249.99 

1 6MB SIMM RAM ... ». ... ...... ... ... ...399.99 

SAMSUNG 420 MB HARD DRIVE .135.99 

SAMSUNG 560 MB HARD DRIVE .155.99 

_ BOTH DRIVES HAVE A ONE YEAR WARRANTY 


PRINTERS 


FREE LEAD WITH ALL PRINTERS 
CANON BJ-200EX BUBBLE JET PRINTER .249.99 

80 COLUMN, 64 NOZZLE, 248 CPS, 8 TYPEFACES, 720 x 360 DPI RESOLUTION 

CANON BJC-4000 COLOUR 

BUBBLE JET PRINTER .309.99 

80 COLUMN, 64 NOZZLE, 5 FONTS, 360 DPI RESOLUTION, 8 PAGES PER MINUTE 

CITIZEN ABC PRINTER WITH COLOUR KIT .144.99 

24 PIN, 80 COLUMN, 192 CPS/64LQ FREE EASYSTART SOFTWARE 

CITIZEN TRACTOR FEED KIT FOR CITIZEN ABC PRINTER .36.99 

COLOUR KIT FOR CITIZEN ABC PRINTER. .27.99 

CITIZEN PROJET IIC COLOUR INKJET PRINTER 239.99 

50 NOZZLE, 80 COLUMN, 120 CPS LQ, 300 DPI RESOLUTION, LOW RUNNING COSTS 

FOR MORE DETAILS PLEASE PHONE SALES 


GAMES CARDS 


QUICKSHOT 113S PC GAMES CARD 

PLUS JOYSTICK.12.99 

TWIN PORT PC GAMES CARD WITH 113S JOYSTICK 

THRUSTMASTER ACM GAME CARD .34.99 

TWO DUAL JOYSTICK PORTS, REMOTE SPEED CONTROL, DIAGNOSTIC 
_ SOFTWARE. RECOMMENDED FOR 486 AND ABOVE. _ 

STUNNING SOFTWARE PLUS PACKS AVAILABLE WHEN 
YOU BUY A £100^ ITEM CALL OUR SALES LINES 


FAX MODEMS 


14,400 FAX/MODEMS. BT APPROVED, MNP 5A/.42 DATA COMPRESSION 
GIVING UP TO 57,600 BPS. HAYES, G3 AND CLASS 2 FAX COMPATIBLE. 
INCLUDES CABLES, SOFTWARE AND FREE INTERNET STARTER GUIDE. 

EXTERNAL MODEM .99.99 

INTERNAL MODEM.84.99 

SICOS COLOUR PAGE SCANNER .255.99 

TO 1200 DPI RESOLUTION, VERY HIGH QUALITY, 24 BIT (18.8 MILLION 
COLOURS) TEXT BRIDGE OCR SOFTWARE, iPHOTO PLUS IMAGE EDITING 
SOFTWARE. ONE YEAR WARRANTY 

TRUST AMI SCAN COLOUR HAND SCANNER .. .104.99 

UP TO 400 DPI HIGH QUALITY RESOLUTION. TWAIN COMPATBILE, 24 BIT 
TRUE COLOUR. INCLUDES SCANKIT FOR WINDOWS, iPHOTO PLUS AND 
PERCEIVE OCR SOFTWARE 



ALL GENUINE 
m® UK PRODUCTS 



10am to 8pm 7 days a week! 

01279 600204 

Or Fax 01279 726842 - we’ll confirm receipt 
Members only but you can order as you join. 

Annual UK Membership £7 

Includes 12 issues of the club magazine 
with £180 worth of XS Savers. 



Special Reserve is the market leader in Mail Order home computing. 

Over 250,000 people have joined Special Reserve and 
we are the largest computer games club in the world. 

We also have two very impressive club shops which stock our entire range. 

SPECIAL RESERVE CLUB SHOPS 

10am 'til 8pm 7 DAYS A WEEK! 

CHELMSFORD,ESSEX 

43 Broomfield Road. Just around the corner from the bus station. 

SAWBRIDGEWORTH, HERTS 

The Maltings, Station Road. A few miles from the M11, near the train station. 

(The Mail Order address is at the base of the order form) 


UNLESS STATED ALL PRICES 
INCLUDE VAT & DELIVERY 


NEO-GEO CD .379. 


INCLUDES FATAL FURY 2 AND TWO CONTROL PADS 


PANASONIC 3DO .385.99 

INCLUDES POWERS KINGDOM AND ONE CONTROL PAD 


SEGA 32X MODULE ...134.99 

ALLOWS USE OF NEW IMPROVED 32 BIT SOFTWARE 


ATARI JAGUAR .157.99 

64 BIT CONSOLE WITH CYBERMORPH AND ONE CONTROL PAD 


THIS IS ONLY A SMALL PROPOTION OF OUR RANGE IF WHAT 
YOU REQUIRE IS NOT LISTED PLEASE CALL SALES 


MEMBERSHIP FEES UK EC WORLD 

ONE YEAR It MONTHS) 7,OOi4.oo) 9.00 (i.oo) U.OOff.oo) 

One year price includes twelve issues of Special Reserve magazine with 
£180 of XS Savers. Members are under no obligation to buy anything. 

All prices include VAT and carriage to most UK mainland addresses. 
Software and peripherals are sent by post, hardware by White Arrow. 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS please) 

Name & Address_ 


MAKE 


Phone No_ 

Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


_Postcode_ 

If Mac or PC please state DISK or CD ROM 

Machine 


item 


item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 50p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM2I 9PH 

or FAX a credit card order on 01279 726842 - and we’ll FAX back. 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 11.04,95 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 

Items bought in the shops carry a 50p surcharge on the Mail Order prices. j 





























































































































































My God, it’s finally happened! After fighting tooth 
/^ and nail with the powers that be, we’ve finally got a 

/ / \ \ Pentium! And what a beast it is too. Just imagine a 

f I M I I 90MHz Pentium with i6Mbs of RAM, a quad-speed 

1 I I I CD-ROM and a hard drive with more space than a 

Y Y j j Sainsbury’s car-park. It really is a beauty, and has 

yy allowed us to experience the likes of Flight 
Unlimited and Slipstream in all their glory. 

^*^*-*^ But wait, just because we’re lucky enough to have one 

of these monster machines, don’t think for a minute that we’ll neglect those of you 
with 486s, or 386s for that matter. As always, we will endeavour to test eve/y game 
on a broad range of machines to see what the difference in processing power actu¬ 
ally makes, so hopefully SX25 owners won’t feel understandably cheated because 


r 


6 Disks! 

Comprehensive instructions on how to load and play 
every demo on PC GAMES’ fabled coverdisks can be 
found by turning to page 6 now! 


f WIN! > 

A speedy 

SuperKart, courtesy 
L of Virgin! Motor to j 
page 20 now! 


12 News 

Check up on the recent developments and latest gossip from the games industry 
in this month’s hotter-than-Hades news section. 

22 You’ve Never Seen Anything Like It! 

We flew across to Acclaim US to see how its revolutionary Motion Capture tech¬ 
niques are being used to great effect in the forthcoming Alien Trilogy. 



a game we reviewed on a Pentium runs unbearably slow on thier PC. 

However, it’s becoming a more common sight that games 
are Pentium recommended, so now seems like an excellent 
time to upgrade. Until the next time, start saving! _ 


Dave Upchurch, 
Editor. 


buying a console, 
Fighter II Turbo. 


78 CD Updates 

As CD-ROM becomes more popular, could this be the last CD Updates ever? 

80 Budget Reviews 

Save cash by consulting this month’s budget reviews to see what’s cooking on 

the mid-price software scene. 

84 Yours... For Less Than A Fiver! 

Alex Simmons explores the streets of Shareware City and finds handful of games 
for less than the price of a Fosters four-pack. 

86 Subcriptions 

Look - free games! it’s true, with every subscription you get a free game along 
with a year’s supply of your favourite bedtime read. 


■mm 


25 Previews 

Just as Barry Norman gets to see all the latest films before they hit the streets, we take 
a look at some of the more impressive games due for release in the next few months. 

47 Reviews 

in this month’s packed reviews section we check out GameTek’s near-perfect 
conversion of Super Street Fighter II Turbo, pausing only to drool over Tia Carrere 
as struts her stuff in the The Daedalus Encounter. 


When The Show 

Conies To Town....................39 


At the Spring European Computer Trade Show, Virgin unveiled the brilliant 
Heart Of Darkness to much applause, while all the new releases, including 
Magic Carpet 2 and Phantasmagoria, were displayed for the first time ever. 
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Will these gaming Gods ever do 
anything wrong? LucasArts keep a 
perfect track record with their best 
adventure yet. 


The Daedalus 
Encounter ...48 


REVIEWED THIS ISSUE. 


Surely the sultry Tia Carrere is a good 
enough reason to fork out the cash for 
Virgin’s interactive movie? Find out in 
this exclusive review. 


88 Back issues 

What do you mean you missed the last issue of PC GAMES? Turn to page 88 and 
make your collection complete. 

90 Power Up! 

Origin’s orgasmic BioForge is torn apart and tipped along with Psynosis’s 
Discworld, while all the finishing moves for Mortal Kombat 11 will help hapless 
warriors fight their way to victory. 

107 Dr Spanner’s Bits ’n’ PCs 

PC GAMES’ resident tech-head checks out a selection of utilities and gimmicks 
with which to upgrade the discerning gamer’s monster machine. 


Havoc*^” 


Alien Breed: Tower Assault 

60 

Arc Of Doom™ 

59 

The Daedalus Encounter™ 

48 

Dominus 

61 

Flight Unlimited™ 

68 

Front Lines™ 

67 

Full Throttle™ 

74 

Great Naval Battles III™ 

66 

High Seas Trader^” 

52 

Manchester United: The Double 

60 

Pyrotechnica™ 

54 

Sim Tower™ 

56 

Slipstream 5000™ 

64 

Super Street Fighter II Turbo™ 

70 

Ultimate Soccer Manager 

58 

Virtua Chess™ 

59 

^arriors™ 

62 J 




You’ve looked longingly at Cammy’s shapely ti... erm, tights on the 
cover, now play with her in our excellent Super Street Fighter li I 
demo. Floppy owners, take a trip into the future with CyClones and j 

Psygnosis’ neat blaster. Darker. 

_ 


Full 

ThroUle.....T 




110 The Troubleshooter 

Feeling under the weather? Has your PC got a virus? Trubbsy has a remedy. 


113 Letters 

This is your chance to air your opinions, so what are you waiting for? 


114 Next Month! 

What will be in next month’s issue? God knows, so we asked him... 













What, another month gone by? But weVe 
only just finished playing with the last 
CoverCD, we hear you cry. Well, we're not 
ones to let you sit about doing nothing, you 
know. Here’s another batch of goodies for you to 
waste the next 30 days on. Read on... 



SYSTEM REQUIREMENTS 

Most of these demos will run on a 
486/SX PC (minimum), with VGA, at 
least 4Mb of RAM, DOS 5.0 or greater 
and a mouse. However, please note 
that The Last Dynasty, Warriors, The 
Orion Conspiracy and Ticonderoga all 
need SVGA, that The Last Dynasty 
requires at least 6Mb of RAM, and 
that The Last Dynasty and Slay need 
to be run under Windows 3.1. 

How To Load Your Demos 

In a move to make your CoverCD 
and HD disks friendlier than ever, 
we’ve standardised the entire thing. 
Now, the process for loading the 
games and demos is exactly the 
same for each. 

( 1 ) Loading From The HD Disks 

Place the disk in your internal 
drive, and then log onto It by typing 
A:, B: or whatever the drive letter 
happens to be. Now enter PCG to run 
the disk menu. From here, it all gets 
easier; simply select the demo you 
wish to play with the cursor keys, and 
then press RETURN to install it. You’ll 
be given Instructions about how to 
run each game on the menu screen. 

( 2 ) Loading From The CoverCD 

Place the CoverCD into your CD- 
ROM drive and then log onto it by 
typing D:, E: or whatever the drive 
letter happens to be. Now enter PCG 
to run the CoverCD menu. 

Demos on the CD take one of two 
forms — they can either be run direct 
from the disk or will need to be 
installed onto your hard drIve.The 
menu item itself will tell you what 
needs to happen with each demo. To 
play each of the demos, just select 
the item you want with the cursor 
keys, then press RETURN — the rest 
will be done for you. 

In the case of a Windows game, 
such as The Last Dynasty, the menu 
will launch Windows and run the 
installer for you. You will need to exit 
Windows to get back to the main 
menu. Note that you must have set 
up a path to your Windows directory 
for this feature to work properly. If 
you haven’t, go to the DOS prompt 
and enter PATH=C:\WINDOWS 
before running the CoverCD menu, 
assuming that Windows Is stored in 
the C:\WINDOWS directory. 


Darker 

Psygnosis (HD & CD) 


Cyclones is SSI’s attempt at a Doom-beating 3D 
shoot-’em-up. Interestingly it’s been programmed by 
Raven Software, the co-creators of the marvellous Heretic, 
so it’s got pedigree. Opinion is divided about its merits, 
but here’s a massive — and very tough — one-level demo 
for you to try out for yourselves... 

How To Play 

Full playing instructions are given in the 
MANUAL.DOC file, which you’ll find in the CyClones game 
directory on your hard drive. 

However, for those of you keen to get going straight 
away, let us explain that your movement is controlled with 
the numeric keypad, while the mouse or the cursor keys 
move the independently-controllable gunsight. By click¬ 
ing with the right mouse button you can open doors, pick 
up any objects you find, search the bodies of dead bad¬ 
dies (if the cursor goes green, you’ll know you’ve found 
something valuable). 

By clicking with the right mouse button on the icons 
down each side of the main game screen you can access a 
map screen and an inventory. You can also change 
weapons by right-clicking on the ammo counter in the bot¬ 
tom right-hand corner of the screen, then clicking on the 
picture of the gun. 

• To get sound in this demo, you must first configure the 
game to your system by running the SOUND program in 
the C:\CYCLONES directory. Once you’ve done that, enter 
CYCLONES to start playing the game. 



If futuristic flight sims are your cup of tea, then take a look at this. Darker 
is a story of hovering aircraft, engaged in combat above a city, and — boy! — 
is it good! In this demo, your aim is to take out all of the enemy craft that are 
threatening the city. To start with you only have one weapon, but as you 
progress you can gain homing missiles and all manner of other goodies. 

You’ll probably find staying in the air is quite tricky at first because 
your ship is controlled a bit like a glider - you’ll find your precious energy 
constantly trickles away, plunging your ground-wards, and the only way to top 
it up is to fly over the glowing ‘power towers’. However, do perservere, 
because once you get used to it the sensation of flying is superb! 

How To Play 

The game is controlled with either the mouse or the keyboard. Full instruc¬ 
tions can be accessed from the game’s menu screen. There’s also a rolling pre¬ 
view of the sort of things you can expect to see in the labyrinths under the city! 



SharewarG SelGction 

Various (HD only) 


SkyRoads 

This is an excellent race-against-the-clock 3D game, in which you 
guide a tiny spaceship along assorted alien highways, each littered with 
pits, obstacles and coloured road-tiles which adversely affect your ship’s 
performance. Full instructions on how to play can be accessed from the 
game’s menu screen. 

Laser Light 

Remember Gf^lin’s old arcade puzzler Deflektor? Yes? Well, if you 
liked that then you’ll love this! The aim is simple - place mirrors to 
bounce a laser beam around the obstacles on-screen so that it eventually 
hits a target. Puzzle-tastic! Full instructions on how to play can be 
accessed from the game’s menu screen. 

X-Fortress 

Tetris clones are ten-a-penny, but this game adds a novel twist to the 
old theme. You see, here you control a rotating fortress slap-bang in the 
middle of the screen, and have to build walls from the blobs dropping 
down on all sides. Full instructions on how to play can be accessed from 
the game’s menu screen. 
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The Orion Conspiracy 

Domark (CD only) 


From Divide By Zero, the people that brought you Innocent Until 
Caught and Guilty, comes a whole new graphic adventure experience — 
The Orion Conspiracy. The big difference here is that this game is all 
viewed In glorious SVGA, and it looks great! In fact, you’ll wonder why you 
were ever satisfied with chunky old VGA! 

How To Play 

The game can be played with either the mouse or the keyboard. The 
former is recommended for ease of play, but if you do choose the latter 
option, you move the pointer with the cursor keys, look at things and 
select options with RETURN and call up the icon panel with SPACE. 

Moving the mouse pointer over certain items on-screen, such as the 
door or the console will cause their name to appear. Clicking with left 
mouse button now will either bring up a description of the item, or a selec¬ 
tion of icons (if the item can be interacted with — such as the telescope on 
the tripod). Moving the mouse pointer over the Icons reveals what they do, 
so you shouldn’t have too much trouble getting to grips this one. 


BaldiGS 
GameTek (CD only) 

Take The Settlers, mix it with a little Lemmings and why 
not even throw in a little bit of Sim Town. Then and only them 
might you have something that even vaguely resembles 
Baldies — one of the cutest but strangest god games to hit the 
PC. Take control of a city full of these little guys with no hair, 
and try to defeat all the other tribes in the area for the grand 
prize of world domination. 

This is only a rolling demo of the game, but clearly 
demonstrates just how ingenious the game really is when it 
comes to object manipulation. 



Warriors 

Mindscape (CD only) 


In the arcades Virtua Fighters is the standard for beat- 
’em-ups now, and it’s Mindscape who are the first company 
to bring texture-mapped combat to the PC. Warriors is a 
one-on-one combat simulation in which you get to fight a 
massive array of different combateers across a variety of 
locations. This demo gives you two of the game’s finished 
characters to play with (or play against, as the case may be). 


How To Play 

The game can be played with either joystick or keys: 



Player 1 

Player 2 

Up 

Up cursor 

E 

Down 

Down cursor 

D 

Left 

Left cursor 

S 

Right 

Right cursor 

F 

Punch 

ENTER 

TAB 

Kick 

SHIFT 

CAPSLOCK 


Press PAGE UP and PAGE DOWN to toggle between the 
two combat views. For more info, take a look at the 
README.iST file in the C:\WAR directory. 

• To get sound in this demo, you must first configure the 
game to your system by running the INSTALL.COM program 
in the C:\WAR directory and altering the options. Once 
you’ve done that, enter WAR to start playing the game. 



ALERT! ALERT! 

My disk is fauiiyi 

Due to the massive number of 
disks duplicated, the odd one 
might be a touch faulty. If 
you’re unlucky enough to get 
one of these, don’t despair 
because help is at hand. 
Whatever you do DON’T SEND 
THEM TO US! Simply send 
them off to the following 
address with an SAE for 28p: 

PC GAMES Bodged Disks, 
Diskxpress, 

Unit 7, Willow Court, 
Bourton Industrial Park, 
Bourton-on-the-water, 
Gloucestershire GL54 2HQ. 

If you think you can solve your 
problems over the phone, try 
calling the disk helpline on 
(01451) 810788. The helpline 
is open between 3pm and 5pm 
on weekdays. 

Making A Boot Disk 

If you’re having problems running any 
of this month’s floppy games try mak¬ 
ing a boot disk. Take a freshly format¬ 
ted floppy disk, slap it into the disk 
drive (I’ll assume it’s drive A for the 
moment) and type: SYS A:. The system 
files will be transferred and within sec¬ 
onds you’ll have a fully-functioning 
boot disk on your hands. 

All you then need to do is leave the 
floppy in the disk drive, reset your PC 
and finally try loading the game again. 
Don’t take the disk out of the machine 
as it boots up because you want the PC 
to read the information from the floppy 
rather than the hard disk. 

What the... HELP! 

All these demos require 4Mb of 
Expanded (EMS) memory to run and at 
least 590K of free base memory, except 
where stated otherwise in the System 
Requirements panel opposite. If you 
have this, not Extended memor\' (XMS), 
they shouldn’t cause you any problems 
whatsoever. 

• Except where specified, these 
demos do not work under Windows and 
may not be compatible with 
DoubleSpace, QEMM 386 or Stacker 
disk compression software. 

The Fine Print Bit... 

The PC GAMES coverdisks are rigorous¬ 
ly checked for viruses, but coverdisks 
are used at the reader’s own risk. PC 
GAMES can accept no responsibility for 
damage to either data or hardware 
caused by using the coverdisks. 

PC GAMES and its retailers are not 
liable for any unnotified changes to the 
contents of the coverdisks which may 
occur, okay? 
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Slay 

SharEwarc (CD only) 

This demo of an up-and-coming Windows strategy game was just so good, we had to include it on the CD. 
Like Risk, the aim is to take over a world map by moving units around a hexagonal terrain, capturing land as 
you go while trying to make enough money to keep your armies alive. The five computer opponents in this demo 
are also out to do the same, so you’re going to have your work cut out just trying to keep the land you ve already 
got, let alone take any more! 

How To Play 

The game is played with the mouse in Windows and there are full on-line instructions accessible from the 
game menu, so refer to those if you need any help. 


Tank Commander 

Domark (CD only) 


Up until now. Empire have held the fort when it comes to tank games, 
with the only real exception being the classic Mi Tank Platoon from 
MicroProse. Now Domark are rising to take the tower with their all-new 
polygon tank simulation. Tank Commander. 

You control four tanks at once in a co-ordinated attack against a vari¬ 
ety of targets, with the choice of taking direct control over the action or 
playing it in a more commanding vein, where the computer plays out the 
campaign under your direction. 



ApogEE (CD only) 


Some are saying that this is the game that finally destroys Doom. Rise Of The Triad takes the first per¬ 
son 3D adventure scenario, and introduces a whole new twist — platform game-style puzzles. Before you 
start thinking about Sonic The Hedgehog or Mario, though. I’ll warn you that this is a little more violent 
than that. Okay, it’s a lot more violent than that. You have been warned. 

Anyway, as always the aim is to get to the end of each level and escape, but to do this you’ll need to 
solve a number of puzzles, collect keys to open some doors and flick switches or stand on certain floor 
tiles to get pieces of scenery to move out of your way. 


How To Play 

The game is controlled with the keyboard, and anyone who has played Doom and its many clones 
should be able to get into things straight away. However, if you need a little more explicit help, go into the 
C:\ROTT directory on your hard drive and then enter README to bring up screen after packed screen full 
of instructions and playing tips. 



How To Play 

The game is controlled with the keyboard, using the following keys: 


Forwards 

Up cursor 

Backwards 

Down Cursor 

Rotate left 

Left cursor 

Rotate right 

Right cursor 

Rotate turret right 

DEL 

Rotate turret left 

PAGE DOWN 

Reset turret to centre 

PAGE UP 

Raise/lower gun 

HOME/END 

Fire weapon 

SPACE 


Select Coax Machine Gun 
Select normal shells 
Select HE Missiles 
Select armour-piercing missiles 
Select flame thrower 
Select mine destroyer 
Select homing missile 
Summon air strike 


Driver’s view 

Gunner’s view F2 

Commander’s view ^3 

Toggle between main views F4 

Outside view FS 

Outside view with maps and video F 6 

Nightsight F7 

Select tactical recon screens F 8 

Toggle graphic detail F9 


Select tank 1 
Select tank 2 
Select tank 3 
Select tank 4 
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U55 Ticonderoga 

Mindscape (CD only) 

From Intelligent Games comes this in-depth naval strategy game. Ticonderoga places you in command of 
one of the US Navy’s most powerful battleships, and this demo offers you three whole missions set in various 
locales around the world to try out. Are you man enough to do the job? 

How To Play 

Ticonderoga is controlled entirely with the mouse. The on-screen pointer will change shape as you move it 
around the screen to indicate when something can be interacted with — just click to do so. You can also hop 
around the ship by clicking on the icons at the bottom of the screen, and speed up or slow down time by 
clicking on the arrow icons. 

Use keys ‘i’ or ‘2’ to bring up a map screen. You can zoom in and out using the arrow icons, and centre the 
map on any location by clicking with the right mouse button. Waypoints can be set clicking on a ship and then 
dragging the mouse with the left button held down. 

Obviously, Ticonderoga is a big game and there’s not the space to give you a full tutorial on how to play it 
here. However, the above should get you started and the interface is very intuitive, so you should be able to 
work it for yourself with a little effort. 


Th€ Last Dynasty 

Sierra (CD only) 

Coming soon from adventure specialists Sierra is this unusual space adventure cum 3D combat game. It 
stars two hapless heroes who get sucked Into a raging interstellar war while trying to make the first 
human/alien contact — the fools! This demo features some attractive cutscenes taken from the game, as well 
as a brief playable mission to enjoy. 

How To Play 

After the short intro you’ll find yourself plonked right in the middle of a massive space dogfight simulation. 
Use the mouse to guide yourself around, and the left mouse button to fire the lasers. In addition, you can use 
the cursor keys to look around the cockpit. Finally, hitting ‘5’ toggles the HUD on and off, while hitting ‘F8’ 
brings up a space map. 


Super Streetfighter II Turbo 

GameTEk (CD only) 


Do you really need me to tell you what this is? Super Streetfighter 2 Turbo is the massively souped-up 
version of the arcade classic that spawned a thousand imitators. It’s also possibly the fastest beat-’em-up 
ever to hit the home computer. 

In this demo you have the choice of playing either Chun Li or Ryu in the USSR, but the finished game 
features all of the backdrops and characters of the original game. Sadly this demo features no background 
music, and only supports two-button joysticks/joypads. 


How To Play 

The game is played with either joystick or keyboard, and you will find full instructions in the README 
document that you can choose to display after the installation process. 



Slipstream 5000 

Gremlin Interactive (CD only) 


Slipstream 5000 Is a fast and furious 3D-racing game set in the distant 
future. Each player adopts the role of one often pilots, all competing in a 
gruelling ten-race season to become the Ultimate Slipstreamer. 

The ten tracks feature famous locations around the world. You can 
zoom down the river Thames in London, or shoot past the Sphinx in Egypt. 
The only track featured in this demo is Arizona USA where you’ll be flying 
at breakneck speed down a course constructed in the Grand Canyon. 

How To Play 

The game is played with joystick or keyboard. In the latter case, guide 
your nose with the cursor keys, then hit SPACE to accelerate, RETURN to 
fire your weapon and S to select a weapon. There is no brake (these are fly¬ 
ing craft), but if you release the throttle you’ll slow down quickly. 

During the race, fly-through and demos of other tracks you can change 
camera views using the function keys as follows: 



Cockpit 

Chase 

Rear 

TV 

Free 


When using the ‘Free’ cam¬ 
era you can view your ship from 
any angle and distance by using 
the INS, DEL, PAGE UP, PAGE 
DOWN, -I- and — keys on your 
numeric keypad. 



Jetstrike 

K , 


Rasputin (CD only) 




Jetstrike was a phenomenally successful Amiga title, despite Its quite 
basic look and gameplay, and now it’s available for you to enjoy on PC. The 
aim of the game Is to complete a series of missions of increasing difficulty 
In two main scenarios — combat and aerobatics. If you like you can go up 
against swarms of enemy craft, or if you just want to show off your 
prowess at the joystick you can try to pull off stunt moves for extra bonus 
points. 

How To Play 

The game is played with the keyboard and couldn’t be simpler. To 
accelerate hold down the right SHIFT key (this needs to be kept down, as 
your airspeed will drop when you release it). The cursor keys are then used 
to rotate your plane in the two-dimensional airspace, with SPACE used to 
fire your weaponry. 


I 


I 
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Be part of an epic new adventure with Captain 
Picard^^, Commander Riker^" and all the rest of the 
Starship Enterprise™ crew. 

“A Final Unity” is an original intergalactic epic of 
mystery and danger that takes you from the outposts 
of Federation space through treacherous encounters 
with alien starships and beyond - into the uncharted 
dangers of a massive nebula. 

Take control from the bridge or leave the ship 
to embark on critical Away Team missions. 

This interactive CD-ROM journey is a true extension 
of the famed TV series with accuracy in all details, 
including voice-overs by all seven of the 
television stars. 


Beam your crew to mysterious planets. Manoeuvre 
the U.S.S. Enterprise™ through strange galaxies to 
worlds beyond your imagination. You’re in command, 
working hand in hand with the most respected crew 
In the Federation! 

No other space adventure comes close to the reality 
of this CD-ROM excursion which is brought to life by 
characters who speak to you, rich cinematic 
sequences, incredible SVGA graphics and CD-quality 
sound and music. Experience hours of entertaining 
exploration and discovery as you freely travel the 
universe to unravel a mystery from the ancient past 
in this STAR TREK: THE NEXT GENERATION® epic. 

Make it so. Take your post and Engage! 


STAR TREK: THE NEXT GENERATIor “A Final Unity.” 


<g) and © 1994 Paramount Pictures. All Rights Reserved. STAR TREK: THE NEXT GENERATION is a Registered Trademark of Paramount Pictures. Spectrum HoloByte is an 
Authorised User. Spectrum HoloByte is a registered trademark of Spectrum HoloByte. Inc. Other trademarks are the property of their respective holders. 



With ^ir the 
voices of the 

TV Cast! 


Alert your Away Team and pick the right 
combination of talent for each critical missiorf 


Tension bolls on the bridge'as another 
* Red Alert appears imminent 


Available for 
IBM CD-ROM 


Also look for STAR TREK: THE NEXT GENERATION 
“Future’s PastrM” on Super NES. 




Beam down to exotic world?as thamystery 
Of an ancient and highly advanced 
civilisation slowly unfolds. 


t / Spectrum 
V ^ HoloByte 


Open hailing frequencies and 
prepare for the unexpected 
















Psygnosis Plays Tough 


W hile some PC owners may be 
tempted to jump ship thanks to 
the recent enthusiastic press coverage 
of Sony’s PlayStation console, the word 
from Psygnosis is simple: stay right 
where you are, because all the best 
PlayStation games will be coming out 
on the PC. This is, quite simply, great 
news. Although every game will require 
a minimum 66MHz 486 and a CD-ROM 
drive to run, they will be almost identi¬ 
cal to their console counterparts. 

First up is Demolish ‘Em Derby, a 
fast-moving 3D driving sim that crosses 
Daytona with Ridge Racer to produce a 
fantastic racing experience. The game 
can be approached in one of two way: 
either use your skill to pass the other 


drivers, or — better — bash them out of 
the way. As you can see, the game, still 
in its infancy, looks exceptional, and 
Psygnosis is confident that there’ll be 
no noticeable loss of speed when com¬ 
pared to the PlayStation version. 

Next comes Wipe-Out, another 3D 
racer, but this time set in the future. 
Again, those less proficient at driving 
have another way to claw their way to 
victory, as missiles and rockets can be 
fired at the other racers to hinder their 
progress. Wipe-Out can be described 
as the next generation version of 
Slipstream (reviewed this issue), mak¬ 
ing it one to watch out for. 

Krazy Ivan will be the umpteenth 
robot combat sim out this year, but the 





early impression is it will be the best. 
Huge metal monsters must be pul¬ 
verised into tiny pieces using a combo 
of weaponry and skill as you try to save 
humanity from an alien onslaught. 

While most of the above games will 
reach fruition in the Autumn, two other 
titles have been pencilled in for a 
Christmas release. There’s no info on 
Sentient, but the teaser ad in Psyggy’s 


brochure are enough to send the hype 
machine into overload. And remember 
the computer-generated battles in 
Tron? Well, Assault Rigs looks set to 
bring this idea crashing into the 90s. 

Rumour also has it that Namco will 
surrender the Ridge Racer rights to 
Psygnosis, so we’ll hopefully see an 
official conversion of this top arcade 
racing game before the year’s end. 

Whilst today’s technology dies on 
its feet, the PC has proved that it’s a 
viable platform for ‘Next Generation’ 
titles. Hopefully, Psygnosis will single- 
handedly demonstrate that with a 
decent programming team, PlayStation 
games can be accurately converted to 
the PC and then others will soon follow 
suit. Now that really is something to get 
excited about. 


















































Assassination 

C ompton’s NewMedia, publishers of many a decent mul¬ 
timedia package, is turning its hand to games — and its 
first foray into this over-crowded market is sure to raise an 
eyebrow or two. 

You see, according to Compton’s, John F. Kennedy did 
not die on November 22 nd, 1963 . The assassin’s bullet that 
could have spilled half his brains over his doting wife’s lap 
merely caused a minor flesh wound. 

Sure, it’s the stuff of pure fiction — and a great premise 
for a book — but it does raise a few important questions. For 
starters, JFK’s victory in the imminent elections was by no 
means certain, so would he have been chucked out of the 



Attempt Fails! 

White House? And would the plot to assassinate him have 
been uncovered once and for all? 

Re-elect JFK allows to to explore these mysteries. 
Playing JFK himself, your goal is two-fold: to discover who 
tried to turn your head into a very messy pizza; and to stay 
in power, by winning the next election. 

Blending historic footage with outrageous fiction, this is 
one release that looks likely to set tongues a-wagging 
across the country. Thankfully, it’s all in the name of pure 
entertainment. After all, the question: “Where were you 
when JFK grazed his knee?’’ would hardly provoke the same 
response as the real event. 


The Fears Are On TWI 


W e interrupt this news broadcast to 
bring you a quick quiz. What 
boardgame sold five times more than 
Trivial Pursuit in the upside-down land 
of Australia, island of former prisoners 
and shrimps on barbecues? The 
answer, as if it isn’t obvious enough, is 
Atmosfear, the interactive video social 
experience that has taken families 
across the world by storm. 

And residing in Cash-In Corner this 
month is Time Warner Interactive, with 
its PC incarnation of the popular 



boardgame. Based on the updated 
game, which will hit all decent game 
shops this Summer, Atmosfear: The 
Harbingers is, according to TWI, the 
first computer game of its type. 

It’s set in a graveyard rendered 
completely in 3D Studio. The player’s 
task is to collect six keys from six dif¬ 
ferent areas and race into a seventh to 
face their worst nightmare. A strict time 
limit of either 30, 60 or 90 minutes is 
imposed, depending on the skill level 
selected, and hazards such as Black 


Holes, Soul Rangers and various puz¬ 
zles have to be surmounted if success 
is to be achieved. 

Up to six brave adventurers can take 
part in the ‘fun’, and the game can be 
played over a network if required. And 
an excruciatingly-named ‘Atmosfearic’ 
soundtrack is also promised. 

It sounds as if Atmosfear will be one 
of the most imaginative boardgame 
conversions to hit the PC this year, but 
we’ll have to wait until September for 
final confirmation. 




Team Talk 

Who are the geezas who write 
PC GAMES? And just what or 
who has taken their fancy this 
month? All is revealed below... 

David Upchurch 

Editor 

As Editor, it’s chubby 
Dave’s privilege to hog 
all the good games for 
review — this month alone ^ 
he got to take a look at both 
Full Throttle, the new 
super-adventure from 
LucasArts, and Super 
Streetfighter 2 Turbo, 
the best beat-’em-up 
conversion on PC. He’s 
a git, isn’t he? 

Dean Evans 

Missing In Action! 

We’re sad to report that 
swoonsome Dean is no 
longer on the PC GAMES 
crew. He went missing 
while on a secret mission 
behind enemy lines, 
and we’ve no idea 
where he is now. 

However, if he were 
still here, we suspect 
he would have liked 
Flight Unlimited. 


Alex Simmons 

Reviews Editor 

Dean’s departure left a 
Simmons-sized hole in 
the Reviews Editor posi¬ 
tion, which our Alex duly 
filled. This now means, of 
course, that we need a 
new Staff Writer, some¬ 
body who can review 
all the crap that Dave 
and Alex*casn’t be 
bothered to look at. 

And it could be you... 

David Kelsall 

Art Editor 

“Yes, that’s right,’’ says 
chimp-like Dave. “Just 
send a sample 500 -word 
game review, along with a 
covering letter saying why 
you would be suitable 
for the job, to the usual 
PC GAMES address. 
Remember to clearly 
mark your envelope 
‘Staff Writer’.’’ Thanks 
for that, Dave. 











































Games 

From The Asylum 

Z eewolf was one of the most popular Amiga games 
of last year. Taking its inspiration from David 
Braben’s 3 D shoot-*em-up Virus, but bringing it right 
into the real world with a mixture of modern day 
tanks, planes and warships, it was a stunning debut 
from newcomers Binary Asylum, an outfit comprising 
of various ex-computer mag journos. 

The bad news is that Zeewolf probably won’t 
make it on to the PC. The good news, though, is that 
its sequel, provisionally entitled Zeewolf 2 (imagina¬ 
tive, eh?), probably will. 

It’s likely that the game’s mix of strategy and 
blasting will remain unchanged. It’s likely, too, that 
the game engine — a patchwork-landscape effect 
that gives a fantastic impression of speed and 
enables the inclusion of some brilliant set pieces and 
surprise attacks — will be based around the original. 

This is great news for PC owners. On low-spec 
Amigas, the game tended to jerk wildly when there 
was a lot of action on-screen, but, as we all know, the 
PC is ideally suited to 3 D effects, meaning that 
Zeewolf 2 should be a playable blaster appealing to 
arcade and simulation fans alike. 

As we’ve said, nothing is carved on stone at the 
time of writing but, when Zeewolf 2 hits the shelves 
— probably at the end of the year — you’ll know 
where you heard it first. 
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It’s Got A Widget 

A Widget It Has Got 

M axis will be taking a brief sabbatical from the world of Sims next month with the release 
of Widget Workshop, a software experience the publisher describes as “the digital 
equivalent of a nutty professor’s laboratory”. Part of Maxis’s new ‘Software Toys for Kids’ 
range, Widget Workshop is primarily aimed at younger PC users. But us here at PC GAMES 
have been playing around with an early version, and the majority of us are hooked already. 

The package uses hundreds of fun and realistic objects — dubbed ‘Widgets’ — that can be 
connected together in an almost unlimited number of ways. These vary from simple devices 
such as multiplication boxes and timers, to more weird and wonderful objects such as widgets that simulate the 
pull of the moon or the sound of a dog barking. Thus almost anything can be constructed, from fruit machines 



to colour-mixing experiments. 

Widget Workshop comes complete with its own puzzles. The user is given different combinations of widgets 
and instructed to piece them together to form a specific scientific experiment. 

But the package really comes into its own when you try and create your own widgets (which, incidentally, 
once built can be saved and loaded onto a mate’s PC, even if he/she doesn’t own a copy of the game - ideal 
for show-offs). Dave, in true money-grabbing form, tried to build a Lottery Predictor machine so that he could 
leave PC GAMES and build an island made of sex from his winnings. 

Widget Workshop will be available from mid-june, and with any luck we’ll have a full review next issue. 



Greetings, pathetic humans, it is I, Imp, back in the hot seat for another no- 
nonsense discussion about what’s been making my lava-red demon’s blood 
boil this month. And wouldn’t you know, it’s that game Doom again. Why? 
Because I think that... 


**3D games have 



become two-dimensional! 


Doom has a lot to answer for, you know. Before iD’s 
blood-fest, the PC scene was relatively fresh. 
Publishers trotted out a variety of games, some 
good, some bad. And while these releases did¬ 
n’t exactly break any moulds, there was a 
decent mix of genres. 

Then came Doom, and the PC games 
market became stagnant. 

New ideas, it seems, have been chucked out of the 
window as softwcos try harder and harder to emulate 
ID’S success. Unfortunately, most have been rub¬ 
bish — witness the dreadful Corridor ^ 


Of The Dead. It seems the credentials for a first-person blast these days are 
merely a dodgy 3 D graphics engine and some semblance of a plot. 

Of course, that’s all nonsense. Part of Doom’s success was that it was 
had a genuine ‘Wow!’ factor — people hadn’t seen this kind of thing before. 
While the gameplay left a lot to be desired (I’m sorry, but shooting a lot of 
monsters and then seeking out the exit is a little too shallow for me), it’s still 
the closest a game has come to totally immersing a player in its world. 

These third-rate 3 D copy-cats have less than no atmosphere, but that 
doesn’t stop softcos from chucking them out. The rapid advancement of tech¬ 
nology has also enabled them to be lax with their code and simply recom¬ 
mend a higher-spec machine in order to get the best from it. 

It’s true to say that not one of these 3 D blasters has taken the genre one 
step further. Dark Forces, perhaps the best of a bad bunch, came closest with 
its mix of jumping, crouching and tight level design, but anyone with a decent 
imagination and a Doom editor could have come up with something equally as 
focused — minus the jumping, of course. 

Even ID managed to take the shine of their reputation with Heretic — 
essentially Doom with a couple of extra features and chickens. And later on 
this year we’ll have Quake. I wonder what so-called wonders await? 

Nope, I foresee a backlash against this kind of game, with the 3 D blaster 
perhaps becoming the 90 s equivalent of the platformer. Software companies 
have to realise that they can’t simply spoon-feed us. Gamers have a habit of 
regurgitating [er, ‘trite’ — Dave] after a while. 
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In UFOiEnemy Unknown yog^ fa'ced the Martian menace. Now comes the sequel 
X-COM:Terror from the Dee'p. Beneath t|jre eartji's ocean a more sinister, 
more intelligent brood has awoken. They're coming, 
ready or not. Available fdr IBN/PC+CD ROM.. 



O Gemini Consultants has 
created a program that 
improves your, erm... what 
was it? Ah yes — memory. 

By spending two hours with 
Total Recall (costing, urn, 
about ten pounds-ish). 
Thingummy-bob reckons 
you’ll be able to remember 
information much more 
effectively. Contact Gemini 
on (01582) 488121. 

O Golden Image Ltd has 
secured the UK rights to the 
innovative Alfa Twin Duo 
joystick adaptor that allows 
PC gamers to use two joy¬ 
sticks with a single port. 
Costing £24.95, and avail¬ 
able in the shops now, this 
negates the need to install 
separate cards in order to 
play two-player games with 
a single-joystick port. 

O Time Warner Interactive 
has signed up Sky Sports’ 
commentator Andy Gray to 
provide the voice-over for its 
forthcoming Striker ‘95. Just 
to recap: Striker ‘95 will be 
vastly different from the 
original, featuring all kinds 
of enhancements and new 
features. Who said we’re not 
in-depth? 

O US Gold has announced 
that it has the right’s to 
William ‘Captain Kirk/T.J. 
Hooker/Fat Has-Been’ 
Shatner’s TekWar books, 
which have inspired films 
and a TV series. Miami- 
based Intracorp and 
Capstone will be handling 
the translation from page to 
disk, and the game will be 
released at Xmas. 

O Stuck in Discworld? Got a 
modem? Then why not e- 
mail rince.wind@psygnosis 
for advice? Or, rather quick¬ 
er, turn to page 100. 

O Anco’s Player Manager 2 
is just around the corner and 
should be released in time to 
fill the gaping hole between 
the football seasons. 
Programmed by Steve 
Screech, the geezer behind 
the Kick Off series, this 
sequel — six years after the 
original game — should give 
the other management sims 
a run for their money. 




Core Blimey! 


Y es, predictable headline about 
some great new games from Core 
we know, but this time it should have 
some relevance — if the Derby-based 
software company’s claims are to 
believed, the above phrase will be 
uttered by PC owners all around the 
globe when the games in question are 
released later in the year. 

Core was absent from the recent 
ECTS (see report on page 9), but those 
who ventured outside to have a fag 
couldn’t help but notice the huge limos 
that pulled up on a regular 
basis, to whisk visitors 
away to Core’s suite 
located in a nearby 
plush hotel. 

Once there. 

Core unveiled its 
PC line-up, and 
reinforced its 
message with a 
glossy brochure in 
which MD jeremy 
Smith (who, inciden¬ 
tally, we still love, even 
though donations from his 
huge wad of cash, made in the recent 
US Gold buy-out, were remarkable only 
for their absence) made a passionate 
and honest pledge to the PC world. And 
what a line-up it is! 

Most of them are being developed 
alongside the PlayStation versions — 
hopefully a sign of things to come from 


all publishers. 

Interestingly, and 
going against cur¬ 
rent trends, all of 
Core’s releases will 
come on both floppy 
and CD formats, so 
non-CD-owning PC 
gamers will have something 
to play this year. 

First up will be Shellshock!, a 3D 
tank combat simulator which plays like 
a modern version of the arcade croaky 
Battlezone. The player assumes the 
role of a rookie tank comman¬ 
der, and must battle his 
way through a variety of 
terrains and mission 
scenarios. Tons of FMV 
sequences are 

promised, but the 
emphasis here will be 
on immediate playabil¬ 
ity — something over¬ 
looked by many game 
designers in this age of 
graphical bells and whistles. 
Pencilled in for a July release on 
both floppy and CD formats, this looks 
like being one to watch. 

August will see the release of 
Thunderhawk 2, the sequel to the 
award-winning helicopter simulation. 
Although based on the original Mega 
CD hit, Thunderhawk 2 will take advan¬ 
tage of the PC’s undoubtedly superior 


technical specifica¬ 
tions. For a start, 
the game will fea¬ 
ture depth-cueing 
and glorious 256- 
colour visuals (four 
times the original 
amount of colours) and 
will run much, much faster. 

But don’t be put off by the term ‘sim¬ 
ulation’ — Thunderhawk will be 
designed primarily as an arcade game, 
so shoot-’em-up fans will have some¬ 
thing to grin about when the game is 
released in a few months time. 

Perhaps the most interesting new 
title is Machinehead, subtitled 
‘Slaughterhouse Earth’. Coming with a 
‘Parental Advisory Ultra Violence’ warn¬ 
ing flash, this first-person shoot-’em- 
up is unlikely to have Mary Whitehouse 
as one of its biggest fans. Core was 
tight-lipped about this release — only 
an early version was on show — but 
Machinehead: Slaughterhouse Earth 
looks set to send politician’s tempera¬ 
tures rising like only three-in-a-bed 
love sessions can do. 

Core also premiered two other titles 
that are down for Autumn/Winter 
releases. Swagman is a fab-looking 
arcade adventure featuring Tim Burton- 
esque cartoon characters, while Tomb 
Raider, a third-person 3D action adven¬ 
ture, is (apparently) a “unique gaming 
experience”. 




Blood, Guts 
& Oodles Of Cash 

F uturistic gameshows are always the same. With dear old Brucie pushing up 
daisies, Andrew O’Connor shot for crimes against comedy, and Rob Curling in 
prison awaiting trial, accused of being talentless gimp, TV mega-companies rely 
not on big-name stars to attract the viewing audience, but violence with a capital 
‘V’, ‘I*, and ‘OLENCE’. 

Krisalis’s forthcoming bloodfest, provisionally entitled Starfighter 3000 , is 
equally horrific. The year is 3037 , and life in the 31 st Century bears no relation to 
the society we all know. The most popular TV programmes are watched by over a 
billion people, and all involve ordinary civilians pitted against super-hard gladi¬ 
ators armed — not with giant cotton buds — but weapons designed to frighten, 
injure and mutilate. 

No matter what Starfighter 3000 ends up being called, it will contain 100 mis¬ 
sions, described by Krisalis as “exciting”. Aside from that, little is known, so 
you’ll just have to make do with these pics taken from the 3 DO version. It’ll be CD- 
only and we’ll have more news soon. 




















Allegiance & Leicester 

T eam i/’s new company motto is: loo per cent gameplay, o per cent bullshit. So 
Allegiance, due to be released in November, should be totally free of smelly 
excrement from male cows. 

It’s a first-person action/strategy game that will come with a 15 certificate, 
meaning that it will contain some scenes that may offend younger teenagers and 
some sexual swear words, such as bugger, arse and c... (snip! — Ed.) 

Played within a real-time 3D environment. Allegiance places you in a world that 
embraces global harmony on one hand, whilst engaging in violent espionage with 
the other. Playing a new kind of super-secret agent, your job is to complete 10 
tough, life-threatening missions, which vary from simple sabotage jobs to more 
nasty assassinations. 

Team 17 promises that some of the events contained within the game will be 
genuinely shocking. SVGA enhancements are also on the cards, so owners of more 
powerful machines will be able to get even more from this “thinking man’s action 
game”. More news anon. 


A New Game 
From Blue Byte 

A s the PC scene moves closer to becoming a ‘Pentium recommended* market, 
‘bog-standard’ 486 owners will be throwing their hats in the air and downing 
flaggons of ale when Blue Byte’s forthcoming adventure hits the shelves. 

Albion (which, history lovers, is an ancient name for Great Britain) is a role- 
playing adventure which flicks between 2 D and 3 D perspectives as the game pro¬ 
gresses. Those familiar with the Amiga release Ambermoon will be at home with 
the effect — and this is no coincidence, as some of Albion’s coders developed the 
Commodore adventure. 

An easy-to-use interface has been created, but real thickies will find the on¬ 
line help invaluable. There are actually three different views in Albion; a top- 
down 2 D section that allows simple exploration of the game’s many locations; an 
isometric 3 D combat view where point-’n’-click fighting takes place; and the all¬ 
singing, all-dancing 3 D texture-mapped view which enables you to traverse the 
game’s many worlds. 

The Ambermoon team were respon¬ 
sible for some innovative Amiga games 
that pushed the machine to its limits. If 
this level of technical wizardry is evi¬ 
dent in Albion, this could be the sur¬ 
prise hit of the year. The game is 
scheduled for an October release — 
probably on CD only — and we’ll bring 
you more information just as soon as 
we possibly can. 





Chocks Away! 


W ith both Loadstar and Cadillacs & Dinosaurs CD release, Tom Cat Alley. The game centres The stomach-churning, edge-of-the-seat thrills 
temporarily trapped in development hell, it around the exploits of a dashing pilot who takes ‘n’ spills will be integrated with full-motion, full- 

looks like self-proclaimed ‘Digital Supergroup’ command of a bunch of scaredy-cat airmen who screen video footage, hopefully making this an 

Rocket Science’s first‘single’could well be Wing wouldn’t say “Quack” to a duck. That brave pilot is atmospheric and adrenaline-pumping blaster. 

Nuts, a World War One dogfighting simulation you, and you have to guide your less-than-willing While the jury is still out on Rocket Science, as 

blended with healthy dollops of humour. comrades through six demanding missions that hard product has yet to be seen, on paper at least it 

Wing Nuts is the first result of Rocket Science’s involve more dogfighting than a scrap at an ugly looks set to establish itself as the name for quality 

collaboration with the talent behind the hit Mega girls’ boxing tournament. PC products. Let’s hope so, eh? 







































Nuke Kid On The Block 


W ith US Gold and Apogee 
Software still enjoying a long 
and romantic Honeymoon together, 
their relationship goes from strength 
to strength with the exciting news 
that the Birmingham-based softco 
will be publishing the Texan 
Shareware specialist’s forthcoming 
epic, Duke Nukem 3D. 


After the incredible, eyeball¬ 
popping success of the ultra-violent 
Rise Of The Triad, Apogee is turning 
its attentions from the world of the 
first-person 3D blaster to... the world 
of the first-person 3D blaster. Duke 
Nukem 3D takes Apogee’s popular 
platform star and adds another 
dimension, and USG is promising 


that the 3D engine just has to be 
seen to be believed. 

Well, we haven’t seen it yet (so 
we can’t quite believe it), but we’re 
prepared to take US Gold at its word. 
The proof, as always, will be in the 
pudding, which should be served up 
with a healthy dollop of hot custard 
next month. 


Bullfrog’s Baby Bio 



B ullfrog has got a lot to smile about at the moment. It 
swept the board at the ECTS awards, its games are gen¬ 
erally best-sellers in every corner of the globe (yes, we know 
globes don’t really have corners), and every new release it 
announces sets the PC world buzzing. 

And if you’re hearing the sound of thousands of bees at 
the moment, it’s because Bullfrog has just revealed that it is 
working on a god game with a difference. 

Biosphere is described as war without weapons. 
Briefly, it’s set thousands of years into the future 
where four races have been told by some powerful 
space travellers to stop fighting and repair the 
worlds they’ve destroyed during years of conflict. 

These four races agree to 
make friends, make friends, 
never, never break friends, but 


each decide to find some way of secretly destroying the other 
three. However, as these space travellers have removed all 
access to weaponry, another route must be taken. Thus, bio¬ 
logical engineering is the soup of the day. 

Ordinary creatures must be taken into laboratories, 
mutated into hybrid animals and set free into the other terri¬ 
tories to eat up the opposing races. However, as all parties 
have come up with the same idea — believing that if caught 
out by the spacemen they can claim the mutants are simply 
the work of Mother Nature — a race against time ensues. 

The only limitations will be your imagination as you 
attempt to breed more and more hideous creatures (which, 
incidentally, morph before your very eyes) that will wipe out 
the other three parties. 

Biosphere is due for a September release, and we’re hop¬ 
ing to take a more in-depth peak at it next ish. 


CHARTS 
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Top 10 PC Games 

1. X-COM: 

Terror From The Deep 

MicroProse 

2. Discworld 

Psygnosis 

3. Premier Manager 3 

Gremlin Interactive 

4. Aladdin 

VIE 

5. Defender Of The Empire 

LucasArts 

6. Transport Tycoon Editor 

MicroProse 

7. The Lion King 

VIE 

8. KA-50 Hokum 

VIE 

9. X-Wing Triple Pack 

us Gold 

10. Desert Strike 

Gremlin Interactive 

Top 10 CD-ROM Games 
1. Discworld 

Psygnosis 

2. X-COM: 

Terror From The Deep 

MicroProse 

3. Dark Forces 

LucasArts 

4. star Trek: TNG Demo 

MicroProse 

5. Descent 

Interplay 

6. X-Wing Collector’s CD 

LucasArts 

7. us Navy Fighters 

Electronic Arts 

8. Transport Tycoon 

MicroProse 

9. Magic Carpet 

Electronic Arts 

10. Desert Strike 

V : Gremlin Interactive 

■■■ - 
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MEGASTORES 

These charts are supplied by Virgin Megastore. 
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Indiana JcmMS and tiM Ms of Atlantb 

CBM Amiga, IBM PC & Compatibles 3.5" 

RRP £16.99 


Monkay island 2: La Ghuck"^ RavangaC 

CBM Amiga, IBM PC & Compatibles 3.5" 

RRP £16.99 


Monkay IslancT** 

Atari ST, CBM Amiga, 

IBM PC & Compatibles 3.5" RRP £16.99 
PC CD-ROM RRP £19.99 



Rad Baron™ 

CBM Amiga, IBM PC 
& Compatibles 3.5" 

RRP £14.99 



^SIERRA 


King's QuastS 

CBM Amiga, IBM PC 
& Compatibles 3.5" 

RRP £16.99 



Roma AD92 

CBM Amiga, IBM PC 
& Compatibles 3.5" 

RRP £14.99 



Daughtar of Sarpants 

IBM PC & 
Compatibles 3.5" 

RRP £16.99 


Indiana Jones and the Fate of Atlantis game © 1992 Lucasfilm Ltd. 
and LucasArts Entertainment Company. Indiana Jones is a registered 
trademark of Lucasfilm Ltd. Indiana Jones and the Fate of Atlantis is 
a trademark of LucasArts Entertainment Company. Monkey Island 2: 

Le Chuck's Revenge ® and © 1991 LucasArts Entertainment Company. 
The Secret of Monkey Island ® and © 1990 LucasArts Entertainment 
Company. The LucasArts logo is a registered trademark of LucasArts 
Entertainment Company. All rights reserved. Used under authorization. 
IMUSE U.S. Patent No. 5,315,057. Licensed to KIXX. 



... m8l(6r/7eConneJ|ffon 

Red Baron is a trademark of Dynamix, Inc. ® is a registered trademark 
of Dynamix, Inc. King's Quest® is a registered trademark of Sierra 
On-Line, Inc. ©1990, 1991 Sierra On-Line, Inc. All rights reserved. 
Licensed to KIXX. 

Daughter of Serpents, ROME AD92 © 1992 Millennium. Licensed to KIXX. 

Kixx, 1-4 Cuckoo Wharf, 427 Lichfield Road, Aston, 
Birmingham B6 7SS. Tel: 0121 625 3366. 





























PLUS! There’s a copy of SuperKarts on CD or floppy for the winners and five runners-up! 


Have you ever been go-karting? Brilliant, isn’t it? You can’t beat that incredible 
adrenalin ‘rush’ you get from screaming along the road, taking hair-pin corners 
at ridiculous speeds — and that’s just on the way to the go-karting track. 

But unless you’re rich, it’s probably not something you can afford to do often. 
Which is why Virgin and Manic Media created SuperKarts, the excellent karting sim 
that’s almost as good as the real thing. Up until now SuperKarts was CD only, but 
those yet to join the multimedia revolution need not despair — it’s out on floppy 
soon! Hoorah! And to celebrate. Virgin has stumped up the cash for this top compo! 

The First Prize is a superb radio-controlled SuperKart — and we’ve got three to 
give away! We’ve had one in the office for the past few days and we can guarantee 
that they’re great fun. Dave, in particular, loves it because he doesn’t have to trek 
down to the sweetshop any more — he just sticks his order and some money in the 
kart, then drives it there and back from the sweaty comfort of his desk. 

And we’ve also got eight copies of SuperKarts on either floppy or CD to give 
away too! That’s one each for the three First Prize winners and five Runners-Up! 


How To Enter 

The PC GAMES crew have decided to compete in a go-karting race to work out 
who is the best at everything in the world. And down below you can see them all, 
revving their engines and waiting for the off. Exciting, isn’t it? What we want you to 
do is work out who eventually wins the race. It’s quite easy to do — you just follow 
the trails of rubber left by their tyres. 

When you’ve done this, write your answer down (i.e. either Dave U, Alex, Dave K 
or Pete) on the back of a postcard or a sealed envelope. Now add your name, 
address and whether you’d like SuperKarts on floppy or CD should you win, then 
post your entry to: Burnin’ Rubber Compo, PC GAMES, Priory Court, 30-32 
Farringdon Lane, London ECiR 3AU. 

The first three entries plucked from Nigel Mansell’s moustache on the closing 
date of May 30th, 1995, will win a radio-controlled SuperKart and a copy of the 
game, while the next five will just win a copy of the game. Good luck! 



This competition is not open to employees of EMAP Images or Virgin Interactive Entertainment, 
their relatives or their friends. Only one entry per household. The competition closes on the 
30 th of May 1995 , and the winners will be notified shortly afterwards. No alternative prizes will 
be offered. The Editor's decision is final, and no correspondence will be entered into. While 
every care is taken, we cannot be held responsible for entries lost or damaged in the post. 
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"The graphics knock 
you for six!” 

PC REVIEW 


A Chris Roberts Game 


”A spectacular, 
enthralling and 
thrilling experience. ” 

PC FORMAT 


® 1993 ORIGIN Systems, Inc. 


TfniTir 
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PC ZOKt 

”JPis a bit of a corker” 
”A massive and chall enging g ame ” 

TM & © 1992 Universal City Studios, Inc. & Amblin Tj j| i|_ || ^ Ct jj C) 

Entertainment, Inc. © 1993 Ocean Software Ltd. i| 1 1 ‘ II II 


PC ZONE 90 % 

"This is one of the most exciting 
RPGIstrategy!shoot -em-ups ever” 

PC HOME 92 % 


LEPHPN 


© 1993 Electronic Arts. 




























You’ve Never Seen 

Anything Like It ! 

^Motion capture* seems to be the buzzword at the moment for many software devel¬ 
opers. Acclaim, a relatively new face in the PC market, positively swears by it — and 
from what we*ve seen, its got every right to. Passports stamped and customs officials 
avoided, PC GAMES headed out to Acclaim*s New York-based ^motion capture* studio 
to witness the dawn of a software revolution. 


I n a remote part of New York State 
that nobody particularly wants to 
visit, a major technological revolu- 
' tion in computer games is occurring. It’s 
small at the moment, but by this time 
next year it’ll change the nature of the 
games you’re playing and put plenty of 
animators out of a job. 

Several companies, including Origin 
and Gremlin Interactive, are investing 
heavily in what’s commonly called 
‘motion capture’ technology. For the 
most part this is just the computer 
video equivalent of chromakey, which 
involves simply placing a character or 
an object against a plain, single-colour 
backdrop, filming him/her/it, then 
dropping the resulting digitised graphic 
into a game. 

Acclaim, the company behind Mortal 
Kombat 2, has taken the concept of 
‘motion capture’ one step further, 
turned it on its head and created one of 
the most significant advances in gam¬ 
ing since David Braben thought it might 
be a good idea to do a bit of a space- 
flight sim thing. 


Easy 3D 

The key word is 3D. Within an hour 
of putting an object or person into a stu¬ 
dio Acclaim can produce game-ready 3D 
animations more realistic than any 
artist could create. This is more than 
just a cheap way of putting characters 
Into games. This system actually cre¬ 
ates fully texture-mapped 3D objects 
which are more realistic than anything 
ever seen in a computer game before. 
The whole process practically elimi¬ 
nates traditional animators. 

It Isn’t a case of Acclaim trying to cut 
down development costs by axing 
major chunks of development teams, 
it’s the way games are going. Since the 
arrival and the massive success of 
Doom, more and more games are 
played in three dimensions. But as 
good as the current crop of 3D games 
look, the characters are still rough 
around the edges — they may be pass¬ 
able now, but just take a look at the 
shots from Acclaim’s forthcoming Alien 
Trilogy to see the quality of the stuff 
that’s coming in the future. 



The technology behind motion cap¬ 
ture is obscenely simply. All it takes are 
four cameras, eight 4,000-Watt halogen 
lights, a black suit, some reflective 
sticky tape and the kind of workstations 
you’d kill to play Dark Forces on. Matey 
in the black suit simply bobs around 
doing his stuff, the computer picks up 
the light given off by the reflectors 
strapped to him and it’s all fed into an 


Onyx workstation. Now that’s about 20 
seconds work from start to finish. The 
clever bit is what happens next... 

What comes into play is a set of 
algorithms which plot the rotation and 
position of the actor’s various joints 
and bones to give the most realistic 
interpretation of movement possible on 
today’s computer hardware. No other 
system does this and it will be a long 


Awesome Aliens 

By far the most impressive use of motion capture is in Acclaim’s forthcoming 
Alien Trilogy. The game’s already been in development for three years (and 
that’s three proper Earth years, not bizarre programmers’ years) and it’s promis¬ 
ing to be one of the most visually impressive games released on any system. 

It’s based on all three Alien movies, although it’s probably not worth them 
bothering taking anything from the third one. Even better than the plot they have 
to work with, the basic game design is for a 3D Doom-style Alien slaughter-fest. 
All the weapons from the film are included, along with a few hi-tech gadgets from 
the programmers’ imagination. 

Like the human characters, all the aliens have been motion-captured. Well, 
not yer actual aliens obviously, but actors with various alien appendages 
strapped to them. From there-on the process is exactly the same — and the 
results have to be seen to believed. Acclaim are still keeping much of the game 
under wraps at the moment, but if we’re all good children they might release it 
in time for Christmas. 






Easy As 

One, two. Three... 

The basic capture process is as 
simple as it’s effective. All it requires 
is a little effort, a few out-takes and 
some very powerful computer kit... 

(i) 65 reflective pads are attached 
to the actor. There’s no hi-tech jiggery- 
pokery here — the pads are made out 
of velcro and reflective sticky tape! 



(2) All that’s required here is to 
make sure the computer is picking up 
the right information and no addition¬ 
al light is being reflected. 



(3) One the skeleton has been 
grabbed, the computer plots the per¬ 
son’s frame around it. 



(4) Next the bone rotation software 
kicks in as the programmers work out 
the most realistic movements paths. 



(5) Finally the main body of the 
actor is ready and animated. All that 
remains now is for the digitised tex¬ 
tures to be added. 




(Above) Acclaim has used motion capture technology to bring the amazing Spiderman to life - and how! Soon, all games will look like this... 


time before any company will be able to 
develop similar technology. 

It was originally designed by an out¬ 
fit called Biomechanics to work out the 
best way to treat sports injuries, with 
work starting on the software 15 years 
ago. But their good intentions on the 
medical front soon gave way when 
Acclaim stepped in three years ago with 
the company Am-Ex and bought the 
whole shebang lock, stock and hardrive. 

/f's Scanner Time 

The results are spectacular. Instead 
of an artist’s approximation of a human 
form around a digitised frame, what you 
get is the most realistic computer-gen¬ 
erated human movement yet seen on a 
computer. It’s flexible, scalable and 
ready to be dropped into a game. But it 
doesn’t end there. 

The icing on the cake of this system 
is digital scanning. By employing a 
rotating laser scanner. Acclaim can pro¬ 
ducing a fully three-dimensional scan of 
an actor’s head then matte it onto the 
character. The application of this 
stretches beyond just games. For movie 
production it lets them place an actor’s 
image on a stuntman, for instance, so 
directors can do away with dodgy 
masks or unconvincing look-alikes. 


In fact, Warner Brothers were so 
impressed with the technology that 
they actually hired Acclaim to produce 
some of the special effects for the forth¬ 
coming Batman Forever. No-one will let 
on just at which points they’re used, but 
if you don’t notice them during the 
movie, then they must be pretty good. 

Already the technology has gone 
into play on several new titles. The first 
of them will be Carl Thomas ‘Big Hurt’ 


(Above) This isn’t a photo, but a totally texture- 
mapped, 3 D-rendered head. 

Baseball. Unfortunately all the graphics 
have been reduced to traditional 
sprites, but it’s coming out on the SNES 
and Mega Drive, so what do you expect? 

Re-animator 

The speed at which the motion cap¬ 
ture process takes place is frightening. 
If you look at other games based 


around more rudimentary motion cap¬ 
ture techniques then compare them to 
this, it leaves you gob-smacked. When 
the demonstrated it to us, it took two 
men and one actor just 20 minutes to 
put a 15-second 3D texture-mapped 
character onto a 3D basketball court. 

Until the advent of custom graphics 
chips, such as Brender, this is the per¬ 
fect technology for PC. Because the 
graphics are mathematically calculated. 


the game relies on the PC’s CPU rather 
than any of the fancy custom hardware 
that’s employed in ‘super’ consoles 
such as the Saturn and PlayStation. 

Ultimately it will be the quality of 
the games built around the graphics 
that will determine whether or not 
Acclaim have spent their money wisely. 
But going on the evidence of Alien 
Trilogy, it looks like Acclaim are set ^ 
to be the big boys in 1996. m 



“[Motion capture is] the most 
significant advance in gaming 
since David Braben thought it 
might be a good idea to do a bit 
of a space-flight sim thing.” 





(Above) A Marine gets a smack on the lips from a friendlier-than-normal Alien. (Above) A graphic taken from some early test shots. The realism of the figure’s 

See? They’re not all bad... movement has to be seen to be believed. 























VIRTUALLY PERFECT G#LF 


Scottish 


55 Ashbourne Road Derby DE22 3FS Telephone (01332) Facsimile (01332) 381511 

© Core Design Limited 1994 Trademark and © 1994 SOGC Limited 


PC AND PC CD-ROM 


THE FIRST GOLF 
GAME TO USE A 
REAL-TIME 3D 
ENVIRONMENT 


MULTI-PLAY 

OPTIONS 


2 56 COLOUR 
GRAPHICS AND A 
CHOICE OF 3 
'VIRTUAL' CAMERA 
ANGLES 


2-PLAYER OPTION 
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Prisoner Of Ice.26 

Infogrames continue its long line of horror games with the second Call 
Of Cthulhu release, Prisoner of Ice, yet another terrifying voyage into 
the mysterious and the macabre. Peeking from behind a pillow, David 
Upchurch went ghost-busting. 

BrainDead 13.28 

With Dragon’s Lair and Space Ace now little more than bad memories, 
has ReadySoft finally broken the mould and created a game that is 
actually playable, and not just a key-press memory test? A very 
impressed Alex Simmons seems to think so. 

Baldics.30 

Hairless heroes have been sadly overlooked in most computer games 
(barring Lex in BioForge), so surely GameTek’s follicle-free god game 
is the first of its kind? A toupee-topped but otherwise hirsute David 
Upchurch went to find out. 


Aliens Part 2.33 

The bitch is back in the second instalment of our exclusive in-depth 
preview of Cryo’s magnificent Aliens: The Comic Book Adventure. Alex 
Simmons book a return trip to ‘gay’ Paris to see how the project was 
continuing to shape up. 

When The Show 

Comes To Town.39 

Held at Olympia last April, this Spring’s European Computer Trade 
Show was jam-packed with all the hottest games that are currently 
planned to be released in 1995 . Virgin’s cartoon extravaganza Heart 
Of Darkness (an audio-visual extravaganze which many proclaimed 
star of the show). Bullfrog’s Magic Carpet 2 , Sierra’s Phantasmagoria, 
EA’s Project Morphs and The Bitmap Brothers’ Z were just a few of the 
games on display to an eager press. As always, PC GAMES was right 
at the front of the queue, fighting and clawing its way through the 
pack to get the very first look. 





























Prisoner Of Ice 


If there's something weird... 
In your neighbourhood... 
Then, who you gonna blame? 
INFOGRAMES! Yes, the 
French horror specialists are 
back with yet another terrify¬ 
ing voyage into the unknown. 
David Upchurch watches as 
his hair turns white... 



(Above) Remember the standing stones at lllsmouth? Well, they make 



a return guest appearance in POI. 


Game 




(Left) One of the many pre-production sketches created for POI by 
Infogrames’ talented team of artists. 

(Below) You fight earthly horrors as well as unearthly in POI... 




Y OU know. I’ve never visited Infogrames* HQ 
in France. And quite frankly, I’m not that 
sure if I ever want to. On the basis of the 
games that the company produces, I imag¬ 
ine it to be something like The Addams Family 
mansion, with everything decked in cobwebs and 
covered in dust. Ghosts and ghouls lurk around 
every corner, just waiting to scare the crap out of any 
poor, unsuspecting journos foolish enough to pass 
through the company’s portals. 

Of course, in reality it’s probably nothing like that 
at all (I hope), and I’m sure that the people who work 
there would just love to have you for dinner (in the 
nicest possible sense, naturally). But even so, 
Infogrames’ apparent obsession with the horrific and 
the macabre, as typified by its past hits such as the 
Alone In The Dark games and Shadow Of The Comet, 
does make you wonder... 

...And that ominous reputation is likely to be 
enhanced further by the imminent release 


of Prisoner Of Ice, a spine-chilling, moist-pants-induc- 
ing graphic adventure that, we’re promised, will be so 
scary, you’ll have to play most of it from behind the 
sofa with your eyes closed. Those of a nervous dispo¬ 
sition have been warned — this isn’t a game designed 
to be played by Little Timmy, aged 5. 

Prisoner Of Ice comes across as a sort of spookier 
version of Indiana Jones. Set in the 1930s, it centres 
around the nefarious activities of the Ahenerbe, a 
secret division of Nazi scientists assigned by Hitler to 
research into magic and the occult. And at a secret 
Nazi base deep in the frozen wastes of the Antarctic, 
that research is starting to pay off... 

As the game begins, the explorer Peter Hamsun, 
his young son Bjorn and a Royal Navy commando 
named O’Leary have just escaped from the 
Nazi base, carrying with them a 
cargo of three large 
crates labelled 


‘Top Secret’. However, as the three make haste for a 
rendezvous with a Royal Navy submarine sent to res¬ 
cue them, one of the crates is accidentally broken 
open, unleashing a terrifying tentacled horror which 
brutally murders Hamsun and O’Leary. 

Eventually Bjorn makes it to the H.M.S. Victoria 
with the remaining two crates in tow, setting in motion 
a chain of truly mind-shattering events that could 
result in the end of humanity as we know it! (Phew, is 
this exciting or what?) In the role of the game’s hero 
Ryan, a special agent for American Naval Intelligence 
working in collaboration with the Royal Navy, the play¬ 
er must battle both evil Nazis and other-worldly ter¬ 
rors in a quest that takes him around the globe — and 
far beyond. 
























p r e y i e w 






Although Prisoner Of Ice is billed as a sequel to 
Infogrames’ aforementioned Shadow Of The Comet, 
the links between the two titles are tenuous to say the 
least. Yes, so POI has the village of lllsmouth (which is 
where the bizarre happenings in SOTC took place) as 
one of its many locations, but beyond that the only 
similarities are that they’re both graphic adventures 
based on Chaosium Inc.’s Call Of Cthulhu table-top 
role-playing game, which in turn is based on the 
Gothic horror works of author H.P. Lovecraft. In fact, 
POI takes most of its inspiration from Lovecraft’s ‘The 
Mountains Of Madness’, which too centres around 

“[Prisoner Of ice] will 
be so scary, you’ll 
have to play most of it 
from behind the sofa 
with your eyes closed.’’ 

explorers in the Antarctic uncovering horrors beyond 
human comprehension. 

Graphically, POI is a world away from SOTC. On the 
same CD there are versions of the game in both VGA 
and, for more powerful machines, SVGA. The quality of 
the backgrounds and the animated cutscenes, which 
punctuate the game to help further the tense plot, just 
has to be seen to be believed. 

Infogrames has also employed motion capture to 
animate the game’s forty-plus characters. In fact, the 
developers claim that the game contains over 16,000 
frames of animation, each rendered in 3D Studio. 
Infogrames reckon that they’re the first company to 
use motion capture in an adventure, and on playing 
the game you can see why they did it — the results are 
simply breath-taking, with the characters moving so 
realistically that it’s like watching a movie. 

And this ‘movie-like’ feel is further enhanced by 
the use of digitised speech throughout the game 
(although the preview version I saw was in French) 
and the narrow game window, which creates a 
‘Cinemascope’-style effect. This also works quite well 
in terms of the player interface, allowing things like 


the inventory to be stored ‘off-screen’, leaving the 
player free to enjoy the wonderful graphics. 

The interface is a big improvement over SOTC’s 
too. There are no tiny control icons to fiddle about 
with — you simply point-’n’-click with the left and 
right mouse buttons to either examine objects or use 
them. Items can also be dragged from your inventory 
and used on other objects. It’s all very simple and 
extremely user-friendly. 

Indeed, Infogrames is very keen on ‘user-friendli¬ 
ness’. For example, it’s likely that you’ll die quite 
often while playing POI - after all, you are fighting 
nightmarish creatures from another dimension, so it’s 
a little optimistic to hope that all they’ll do when they 
attack you is give you a couple of bruises and a fat lip. 

However, if you think that this means there will be 
lots of tedious loading up old saved games and 
replaying bits, think again. When you die, a ‘joker’ is 
stored in the saved game directory, which takes you 
back a few steps from where you died. This allows you 
to try again without having to wade through loads of 
stuff you’ve already done. It’s a neat touch, and one 
that other graphic adventure writers would be wise to 
put in their future games. 

As a fan of the Call Of Cthulhu RPG and of H.P. 
Lovecraft’s writing. I’m really looking forward to 
Prisoner Of Ice. If nothing else, the game’s macabre 
plot and horrific set-pieces should make an interest¬ 
ing change from the comedic exploits and off-the-wall 
humour that typify games In the graphic adventure 
genre. One thing’s for sure: it’s a far cry from 
Discworld and the like. There is one recommen- 
dation, though — don’t play it alone... 


(Below) The heroic Ryan is saved from being murdered by a mystery 
assassin by... himself!?! And if you think this event is strange, you 
ain’t seen nothing yet... 


(Below) Euurgh! What is that thing? Whatever It is, it’s weird and it’s 
pissed off! You’ll meet many strange creatures as you explore POI’s 
various exotic locations. 
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Dead On Arrival 




Gulp! Oh dear, it looks like Lance has lost his head again. That’ll 
teach him for play with his snake... 


Have ReadySoft finally 
realised that lush graphics 
don*t necessarily make a 
decent game? Alex Simmons 
certainly hopes so. 


ick Walkland, PR Executive at Empire 
Interactive, is not having a good time. 
Having spent the last 15 minutes trying to 
convince PC GAMES* hyper-cynical 
reporter that ReadySoft’s new comedy horror game 
will be infinitely more playable than Dragon’s Lair, 
he finally began to break-down. “Look, BrainDead 13 
is far more interactive than Dragon’s Lair”. 

Still unsure, our intrepid journo asks: “Er, why?” 
Replying wearily, a harsh tone in his voice, Nick 
explains: “Rather than just learning all the moves and 


Fried mushrooms, anyone? This is just one of the novel ways of dying 
in ReadySoft’s cartoon caper, BrainDead 13. 


playing from memory, there isn’t a set path to follow 
as such. BrainDead gives you the option to go left, 
right, up and down — in any direction basically”. 
Hmm, sounds better already. 

But then so it should do, because BrainDead 13 is 
the game ReadySoft are hoping will get them recog¬ 
nised for producing top-quality arcade games rather 
than conversions of old (and somewhat unplayable) 
laserdisc game. BrainDead 13 isn’t based on an ageing 
coin-op from yesteryear as publisher Empire 
Interactive is keen to stress, it’s an entire¬ 
ly original game that has taken just over a 
year to produce. 

“It’s been a long time in development, 
since April 1994 in fact”, reckons Nick 
Walkland. “There’s a team of over 40 ani¬ 
mators working on the project, many of 
whom have previously worked on Saturday 
morning cartoons and feature films. The team 
leader, Dave Quesnelle, worked on Beetlejuice while 
Dan Turner, assistant director of BrainDead 13, has 
worked at Steven Spielberg’s animation studio in 
London on various feature films.” 

The team of talented artists worked non-stop for 
some twelve months to create the crazy cartoon-style 
graphics featured throughout. “Each animation cell 
was drawn by hand” reveals Walkland, “then scanned 
in to the computers and digitally 
touched up.” The result is nothing 
short of stunning, the graphics being 
a vast improvement over the grainy 
images seen in Dragon’s Lair. 

There’s a lot more emphasis on 
humour too, and the animators 
spent a lot of time perfecting the 
sight gags that feature heavily in 
the game. Running directly from 
CD, the sound is also a vast 
improvement, and ReadySoft 
has used a technique similar to 


Publisher 


Developer 


BrainDead 13 


Empire Interactive 


ReadySoft 


Work started 


Due for completion 


April 1994 


June 1995 


y Q-Sound to give the music a deep, 
almost three-dimensional feel. 

But (isn’t there always a but?) 
what about the all-important game- 
play? As Walkland mentioned earlier, 
you are pretty much free to go where 
you want and to tackle the puzzles 
in just about any order you wish. 
This means that if you’re stuck 
at one bit of the game, you sim¬ 
ply turn around and explore another area until you 
work out the correct solution. 

Having the ability to do this proves invaluable, 
especially while exploring the castle in which the 
game is set. It also means you won’t play exactly the 
same game twice, especially when you consider some 
of the monsters attack randomly so even if you have 
played the game before you really don’t know what’s 
going to happen next. 

BrainDead 13 won’t suffer from slow-down either, 
even if the game is running on a chuggish 486. The 
reason for this is ReadySoft’s excellent compression 
program that stores sections of the game in cache 
memory, thus negating any need to access the CD 
while actually playing the game. 

As well as the standard CD game, an MPEG-com¬ 
patible version is also in development. Using the 
card’s capabilities to create full-screen TV quality 
graphics, could this be the closest thing to a proper 
cartoon? Find out when BrainDead 13 is 
released In June. 


This brain-ache is Dr Nero Neurosis, a devious megalomaniac who has Look out behind you! Fritz, Doc Nero’s faithful half-pet/half-thingy chases Lance through the maze that leads up to the castle, slicing him in two 

sinister plans to take over the world. with a swipe from his hook. Keep moving and the grimy ghoul will be left in your wake. 

































20,000 DEAD ON THE BATTLEFIELD... 

ENEBIY GUNS RIPPING INTO YOUR FIANK.^ 
CAVALRY ADVANCING TOWARDS YOUR CAPITAL... 


DECIDING THE FATE OF A NATION WAS NEVER GOING TO BE EASY 



PC CD-ROM 


BUILU- 

RECRIJIT ARMIES, BUILD 
FLEETS, SET UP 
BLOCKADES, IMPROVE 
RAILWAYS AND CONSTRUCT 
FORTIFICATIONS. 


DATABASE- 

ACCESS TO ALL THE 
INFORMATION YOU WILL 
EVER NEED, GENERALS, 
WEAPONS AND WHAT 
REALLY HAPPENED. 


FIGHT- 

MOVE AND 

FIGHT 

INDIVIDUAL 

ARTILLERY, 

CAVALRY AND 

INFANTRY UNITS 

ON 3D TEXTURE 

MAPPED 

GOURAUD 

SHADED 

BATTLEFIELDS. 








THE TEAM THAT DEVELOPED THE AWARD WINNING FIELDS OF GLORY 
PUSH BACK THE BOUNDARIES OF STRATEGY AND SIMULATION 
TECHNOLOGY ONCE MORE WITH THE CIVIL WAR. 

THE CIVIL WAR ALLOWS YOU TO PLAN AND FIGHT EVERY MAJOR 
BATTLE AND CAMPAIGN OF THE WAR. LEAD NORTH OR SOUTH IN ONE 
OR TWO PLAYER MODES OVER SERIAL LINK, MODEM OR NETWORK; 
THROUGH FOUR “BLOODY” YEARS THAT SHAPED THE WORLD’S MOST 
POWERFUL NATION. 

EVERYTHING IS IN REAL TIME, THE CLOCK IS RUNNING... 

CIVIL WAB, THE DEFIMITIVE GAME OF STBATEGY, LEADEBSHIP 
AMD TEBBITOBIAL ADVAMTAGE. 


ACTIVE 


N T E R 


MAMOECVBE 

USE THE DETAILED 
CAMPAIGN MAP OF THE USA 
TO MOVE YOUR ARMIES BY 
LAND, SEA, RAIL AND RIVER. 


COMMAMD- 

APPOINT, PROMOTE AND 
DISMISS HISTORICAL 
GENERALS. DECIDE ARMY 
STRENGTHS AND 
FORMATIONS, PUT YOUR 
STRATEGY INTO ACTION. 
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The hirsute David Upchurch 
samples GameTek*s would-be 
Lemmings beater. Will it be yet 
another case of hair today and 
gone tomorrow? 


B aldness is a word that strikes fear into the 
heart of every virile young man on this 
planet. For some reason, it’s the common 
belief that if you haven’t got a scalp 
covered in healthy, fully-functioning follicles, then 
you’re a social outcast who will spend their life 
being unpopular, unloved and unsuccessful. 

But really, you don’t need a full head of hair to do 
well. Look at Sean Connery — he’s only got a few tufty 
white strands over his ears and the women go wild 
over him. And then there’s Patrick Stewart, respected 
actor and star of Star Trek: TNG, which was one of the 
biggest shows on TV. And what about Paul Daniels? 
He’s, er, quite good at magic tricks... 

And as if in recognition of the fact that, hey, it’s 
okay to have a head like a cueball, GameTek is poised 
to release a new computer game celebrating the joys 
of slapheaded-ness. Called (somewhat aptly) Baldies, 
it’s a humourous Lemmings/Populous/Settlers-style 
strategy game in which the player controls a tribe of 



(Above) The buildings vary in size and scale — the bigger they are, 
the more Baldies they’ll produce. 



rug-less humanoids in a battle for supremacy against 
rival tribes, such as the Hairies. 

Using the icons ranged down the side of the 
screen, the player can assign each Baldy a job, such as 
soldier, scientist or builder. Soldiers will seek out the 
enemy and kill them, scientists will invent new 
weapons and traps, while builders will erect houses 
and castles, inside of which more Baldies can be born, 
better weapons invented and so on. 

As usual in this sort of game, success comes from 
cunningly exploiting your initially limited resources to 
the best effect. However, it promises to be a lot more 
fun than, say. The Settlers, simply because of the var¬ 
ied and bizarre ways you can kill the enemy. There are 
traps that make Baldies inflate and eventually 
explode, springboards that toss them 
into nearby lakes, napalm bombs that 
set fire to everyone on-screen... you 
name it, it’s in there. 

According to David Wightman, MD of 
developers’ Creative Edge and the lead 
programmer of Baldies, the game’s ori¬ 
gins are simple: “We just wanted to 
design a game that had something to do 
with lots of little characters running 
around the screen, all with their own 
Artificial Intelligence and doing their 
own thing. As it is now, Baldies is miles away from the 
original idea.” 

Indeed, the original idea was for Baldies to be a 
real hardcore strategy game, with the player able to 
assign a multitude of jobs and tasks to their tiny 
tribesmen. However, as the game developed, the 
number of options was reduced, mainly because it 
meant the game was more enjoyable. “It wasn’t a con¬ 
scious decision to make it more arcade-y than simula¬ 



tion,” says Wightman, “it just happened that that was 
the most fun.” 

The look of the game has evolved quite substan¬ 
tially too: “The original look was a much flatter one,” 
says Wightman, “but then we kind of tilted it a little bit 


toward you and it made things much better. We had a 
version that was isometric, so you could walk behind 
things properly, but it was quite difficult to work out 
what should happen and when.” 

Indeed, it’s mainly the way the game looks and the 
animation of the Baldies that makes it so appealing. 
“Everything in the game is deliberately graphical; 
there’s not really a lot going on behind the scenes that 
you don’t know about,” says Wightman. “We’ve got 


“We simply wanted to design a game 
that had something to do with lots of lit¬ 
tle characters running around the 
screen, all with their own Artificial 
Intelligence and doing their own thing.” 

David Wightman, 

MD of Creative Edge and lead programmer of Baldies. 



(Above) This impressive-looking castle is your main base of operations — if it falls to the Hairies, then your quest for Baldy domination of the 
entire world will come to an abrupt end. 




(Above) In all there are five different types of ‘world* to explore, each 
with their own unique set of perils. 
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(Right) There are animated cutscenes during the game, 
starring these Morph-like plasticine figures. 

the Baldies doing things like hud¬ 
dling together and falling asleep 
under a tree if they’re tired. 

They’ll urinate just for the sake 
of it if they’re bored.” 

Wightman is keen for play¬ 
ers to experiment when playing 
Baldies: “The basic idea is that 
with the interface and the tools 
you have, you can try anything with 
anything to see if it works. You can hide peo¬ 
ple in trees, or drop people into lakes to see if 
they drown (which they do, incidentally). You 
can then exploit what you find by, for 
instance, setting people on fire and then 
dropping them into trees or houses, thus set¬ 
ting them alight. We just want to keep it as 
open as possible — to let people try what 
ever they want, and be rewarded for trying, 
even if it’s nothing to do with the game. 


“There are also lots of graphical touches and lots 
of hidden effects to find. Fish jump out of the water 
and you can grab these with your hand pointer and 
drop them on the ground where they flap around. It 
serves no purpose; it’s just something to muck around 
with — there’s tons of stuff like that.” 

But despite all these graphical niceties, 
in a game like this it’s the computer’s 
Artificial Intelligence (Al) that governs 
whether it’ll be a success or a failure. 
Make the game too tough and it’ll 
become frustrating, make it too easy 
and it’ll become very 
boring. Creative Edge 
has taken a novel 
approach to the Al... 

“We’re devel¬ 
oping the Al by 
playing the game 
over a network and 
then analysing just 
how various people 
approach it,” explains 
Wightman. “Rather than 
just sitting down, working 
out how the computer 
should play when perfect 
and then going back¬ 
wards, we just watch peo¬ 
ple playing and try to 
emulate a human oppo¬ 
nent. This way you can 
copy characteristics that 
you wouldn’t necessari¬ 
ly think of, and code 
them into the game. 
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(Above) If you leave the Baldies alone for too long, they might sneak 
off for a pee. Keep an eye out for patches of yellow snow... 


“You can have different levels of intelligence, each 
with a different emphasis. You’ll get opponents who’ll 
breed lots, making them tricky to kill simply because 
there’s so many of them. Then there’ll be others that 
are very clever and build lots of inventions, spreading 
them around the map. Another opponent might build 
up tons of soldiers and protect their area. 

“The enemy won’t always play In the same way 
over the same scenario. If after two minutes you’ve 
built a house and put lo people inside it, the comput¬ 
er won’t always steam in for the kill. It might have cho¬ 
sen to spend its time breeding, or put all its efforts 
into inventions. The CPU might be aggressive, or it 
might breed until it knows it has about 50% more peo¬ 
ple than you, then turn them into soldiers and attack.” 

So there you have it — Baldies, the game that 
GameTek hopes will do for shiny-topped humanoids 
what Lemmings did for suicidal rodents. Oh, and 
please try to keep your hair on, because we 
should have a full review next month. 


(Above) How many Baldies can you have on-screen? Er, I don’t know (Above) Although your scientists are pretty useless at first, making nothing more than a mess, after a while they’ll learn how to create bigger 
— but as you can see here, it’s quite a lot. and even deadlier weapons, such as the red helicopter shown here. 






















Do things like UFOs and ghosts really exist? 

Is there a paranormal presence in our world? 

The highly classified government team of Bureau 13 know the answer is yes 
and are the first and last line of defence against supernatural forces. 
Thrilling combat sequences with variable scenarios fill this beautifully drawn 
graphic adventure in which the government have kept the widespread 
reports of paranormal activity a secret for years. 

Can you keep it that way? 


Available on PC 3.5", PC CD ROM, Amiga, and CD32 


GAMETEK 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berks SL1 3UA 
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However, Cho^pun anotl* colleagues v 
make it more a^graphic adv^nti 

wanted Aliens to^ve it^ny of the quali^i 
.. ' tio rempfffi completely olay 


J Developer 


Work started 

February 1994 

Due for completion 

Autumn 1995 


There’s nothing more disappointing 
than staring misty-eyed at a visu 
ally staggering interactive 
movie, only to find that the 
presentation is just a flimsy 
veil that barely covers the 
gaping holes in the 
gameplay. This was a 
problem Cryo faced 
during the conceptual 
stages of Aliens, one 
which was even more of 
relevant considering the 
Paris-based developers 
previous track record. Let’s 
be honest, no matter how 
graphically awe-inspiring they 
were, both Lost Eden and Dragon Lore 
were not the most interactive and absorb¬ 
ing of games, were they? 

This is where Aliens needed to be different. While 
the graphics and sound had to be up to Cryo’s usually 
perfect standards, a lot more work was needed on the 
actual game mechanics. Rather than taking the easy 
option and plumping for a simple platform blaster (“ 
did not want Aliens to be a shoot-’em-up”, states 
game designer Nicholas Choukroun), Cryo decided to 
stick with what it knew best — the graphic adventure. 


i colleagues wanted to, 
a,gfaphic adventure. Th^ 
►^of tM^ 

teractiv^ This was no e^y t^ as you 
ly ipp^ne, and Cryo d,Ac«yUknd 0 ^he 
m by=itis1ng awe-Mpiring^^^rs^hics and a 
sweeping^|[^[isi6^scja» to^p^ig^rsuitably cinemat- 
mbined fii^tatT^nhanced hybrid of 
anie engine and real-time Ultima 8- 
etric-^D combat sections, 
g on, did I say just it uses a similar game 
engine to Lost Eden? Well yes, but don’t let that put 
you Although segments of the game are similar 
4 <ifet^^to previous adventure titles. Aliens is 
not as simp l^T^ deed as linear as, say. Dragon Lore, 
any of th^B&les in the game can be solved in 
any order, using the game’s simple point-’n’- 
click cursor system. 

Controlling the game is simple: to perform an 
action, like operate a computer terminal, pick up an 
object or open a door, simply move the cursor over the 
item and press the mouse button — it really is that 
easy. And because Aliens use an intelligent cursor you 
won’t have to hunt around looking for anything of 
importance as it’s automatically highlighted. 

Keeping the game simple but still challenging was 
difficult though, and a lot of effort had to be made to 
make sure the rooms were perfectly designed so that, 
while all the objects could be manipulated with ease, 
their use wasn’t immediately apparent. 
This is where Choukroun spent most 
of his time, actually working out 
the mechanics for each of the 
rooms, as he explains: “All in 
all, it takes about four 
weeks to design a room. 
Once that is done it takes 
just three or four hours to 
program.” Considering 
there are over 50 loca¬ 
tions in the game, that’s a 
hell of a lot of designing! 




(Above) Equipped with hydraulic pincers, Commander Williams’ 
exoskeleton bends down to unlock the cargo bay doors. 

(Below) On the bridge of the USS Sheridan, Hericksen can interact 
with objects or travel to other location simply by moving the cursor 
-affd^kking — it really is that easy. 

(ifflIR) Go on, give us a snog... 

(Bottom) Although Hericksen and co. spend most of their time in their 
exoskeletons, the crew get the chance to power up the armoured car 
and escape from the alien nest. 



























the archaic Captain Blood, entitled Commander 
Blood, just as bizarre as the first game, the sequel 
was visually spectacular and one of the more original 
releases of the last few months. 

With Lost Eden (reviewed in issue lo of PC 
GAMES), Cryo continued their rather disturbing tradi¬ 
tion of awesome graphics but very little in the way of 
gameplay, although it is a great improvement over 
Dragon Lore. This gradual, although important, step 
forward just goes to show that Cryo are slowly pick¬ 
ing up speed and, with their next gen¬ 
eration of releases now on 
the horizon, proves that 
^^^^^^^^^^^they are now a force 


gram Dune, the first of Cryo’s releases. Drawing 
Inspiration from the excellent David Lynch film. Dune 
was a stunning graphic adventure which proudly 
placed Cryo on the gaming map. 

After Dune, Cryo began work on Mega Race, a hi- 
tech racing game featuring slick rendered graphics, 
the likes of which had never been seen before in a 
computer game. In fact, it was with Mega Race that 
Cryo earned itself a reputation for producing games 
with lavish presentation, which was strengthened 
further by the release of Dragon Lore just a 
few months later. A visually gorgeous 
RPG cum graphic adventure. Dragon 
Lore was, unfortunately, serious- . - 

ly lacking in those oh-so-impor- 
tant gameplay stakes. 

Cryo then turned its 
attention to the sequel to 


Although Cryo has only notched up a few games in 
its short existence, many of the forty or so dedicat¬ 
ed programmers, artists and game designers based 
in the company’s central Paris office have actually 
been around for many years, and have worked on 
projects too numerous to mention here. Cryo was 
formed just a few years back, after the collapse of 
ERE Informatique, the developers responsible for 
the likes of Purple Saturn Day, a weird Galactic 
Olympics set in the future, and Captain Blood, a 
space exploration game that was also weird and set 
in the future. 

Cryo evolved through meetings between the now¬ 
managing director, jean Martial LeFranc, and the 
director of Virgin France. After much negotiation, the 
core of ERE Informatique where hauled in to pro¬ 


/ • This is just one of 
the many rendered 
images that feature in 
Aliens. WeMl be taking a 
closer look at the game's 
presentation in the concluding 
part of our in-depth preview in 
next month’s issue of PC GAMES. 


of them s.p'^ffic character traits, cWjermimng how 
they react t'oAach ot|er as well as how tfi^ygt under 
pressure.' “Lfe a role-plying game, e ' 
has their own slBrttsti^ thei;;;qwn indivic 
and weaknesses. TheT^re alse rate( 
hunger and morale”, ij^a^ Choulypun. AlthlH||h the 
health and hunger sflUpcs fairly self-e^^nato- 
ry, Choukroun explains further thirt “morale's u^ed 
in the conversations”. i 

Discussions play an important part.pf the game, i 
as they are effectively the only way th^four crew M 
members can share their views and act a^a team^ M 
Although relatively simple at first g;U*ice, th^^B 
conversation structure in Aliens isVJfr^acTT 
extremely complex, as there are literall^hou- 
sands of responses for the questions thB^w JHC 
will face throughout the game. 


lengths 


During the conversations, carefully choose your response to get the 
most information out of the person you’re talking with. 
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As the game slowly unfolds and the USS Sheridan touches down on planet 
B54C, the crew leaves the safety of the ship and sets foot in the ransacked 
colony, kitted out in their exoskeletons. Although much of the game is spent 
manipulating objects to solve puzzles, all-too-often the formidable foursome 
walk are ambushed by Aliens and battle ensues. 

As the game developed, Cryo decided to drastically change £OWb3t sys¬ 
tem, as Aliens’ project leader, Nicholas Choukroun, explains: t%wted to 

make a real-time Creature Shock-style shoot-’em-up, but in the erwl^'opted for a 
isometric-3D system a bit like LBA, although more simple [in terms of control] but 
more strategic [when it comes to combat].” 

Like the rest of the game, all the battles are depicted in glorious SVGA and 
both the backgrounds and the character sprites have all been rendered in 3D 
Studio. Hericksen’s exoskeleton alone boasts over a thousand frames of anima¬ 
tion which enables it to walk smoothly, as well as perform other actions ~ like 
fire its weapons — with the utmost realism. 

Likewise, the enemy sprites, which are anything from manic robots to Face- 
Huggers to fully-grown Aliens, are equally detailed, and stagger, sprint and claw 
their way across the beautifully intricate chambera^d dimly-lit corridors. 

During combat only Hericksen can fight. Accor^^ to the storyline this is 
because he’s an ex-marine and is the only character tolmve weapons bolted onto 
his exoskeleton. A more likely reason for Hericksen fighting alone is processing 
power. Taking into account the extreme detail of both the on-screen sprites and 
the backgrounds, having all four characters moving independently would just be 
too demanding on the machine. As it is, Aliens looks set to be a ‘Pentium recom¬ 
mended’ game so making the game any more complicated would be a mistake. 

Moving around the screen simply by pointing the cursor and clicking, 
Hericksen can attack by placing the pointer over the target and pressing the right 
mouse button. This unleashes a hail of bullets or a barrage of punchesgj^kicks, 
depending upon which weapon is currently activated. 

Although the system isn’t quite finished (“There are a few bugs that need 
ironing out and the collision detection needs tweaking,” admits Choukroun), it 
already works remarkably well, and is vaguely comparable to the hectic blasting 
of Virgin’s Cannon Fodder, although in much greater detail 







/ 



The question you choose will obviously determine 
the response you are given, but this is affected even 
further by the morale of the character you’re talking 
to. For example, if Lara is on a low, she’ll shout and 
her answers will be short and snappy. However, if 
she’s feeling good, she’ll readily help you out in any 
way she can. 

At the moment, most of the conversations have 
already ready been designed, with the basic branch 
structure being programmed into the game as we 
speak. As Nicholas Choukroun admits, “we’ve done 
about 90% of the programming already, although the 
graphics are only about 70% complete”, so in actual 
fact. Aliens isn’t that far from completion. 

Essentially it’s just the remaining segments of the 
game that need to be finalised before the presentation 
is then tidied up. Which is what we’ll be concentrating 
on next month in the concluding part of our Aliens pre¬ 
view, in which we speak to Aliens artist Bernard Bittler 
as he describes the problems involved in trying 
to bring a comic book to life. 














'Fun School is back unth 
a venseance ♦♦♦ brilliantly 
conceived, inventive 
and humorous ♦♦♦ 


wrote Matthew Richards in 
the March issue of PC Plus 

The first thing that strikes you about 
Fun School in Dreamland is the quality 
of the program’s illustration. It’s 
gorgeous... 

’Click one of the icons in almost any 
other program and you’d simply be 
dumped in the relevant activity. In 
Dreamland you’re transported through 
a richly coloured fractal vortex that 
swirls into the dream of your choice. 

‘It all sounds slightly freaky, but the 
effect is stunning and is yet another 
step in setting the high quality tone of 
the program. 

‘The design is excellent, and there is 
a unique, fresh and original look to the 
program. Overall, it’s a dream’. 


PC Plus awarded Fun 
School In Dreamland 
10 out of 10 - and 
save It the coveted 


• Three new titles are in the latest ranse: Fun School 
in Dreamland (4-7 years), Fun School in Space (6-9 
years), Fun School in Time (8-11 years) 

• Core subjects covered; English, 
maths, science, ecology and 
geography (five games in 
each pack). 

Recommended retail price: £29.99 

Available on; PC CD Rom & Floppy 




Minimum requirements;- 
386 DX 33Mhz, 4Mb RAM, 1Mb SVGA card and 
monitor, DOS 3.0 or above, hard disk, and MS 
compatible mouse. 

Sound cards supported: 

SoundBlaster Pro, SoundBlaster 16 and compatibles. 


Video cards: 


Cirrus Logic, Trident 8900 A/B/C, S3, Tseng 4000, 
Western Digital. 
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SOFTWARE 


Europa House, Adlington Park, 
Macclesfield, SK10 4NP 
Tel: 01625 859333 
Fax: 01625 879962 
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W hen parents talk about “the show coming to 
town”, they generally intend to excite bright¬ 
eyed pre-teens into the merits of the circus. When 
quoted in the context of the European Computer Trade 
Show, which took place at Olympia a couple of months 
back, it involves anorak-clad journos scrambling over 
each other in an effort to see and get the best games. 
The PC GAMES crew donned their dufflecoats and 
managed to kick everybody else out of the way, to 
bring you this selection of what we considered to be 
the best of the show... 





Heart Of Darkness 

Virgin Interactive/Amazing Studio 


When a small boy named Adam ventures into the dark, foreboding wood to 
look for his dog, it’s apparent that canine-kidnapping is not the only evil afoot. 
What awaits Adam is an arcade adventure into a nightmare fantasy, and unless 
he’s packed a spare pair of kecks it’s gonna get very messy indeed. 

Now although dog-rescuing sounds more like a plot for one of the Broderbund 
Edutainment range. Heart Of Darkness is actually a far cry from Fun School 5. In 
terms of game mechanics it adopts a rather adult approach, but the thing that 
makes even the driest-mouthed CD-ROM enthusiast slaver uncontrollably is the 
absolutely stunning visuals. 

One of the most visually staggering games Heart Of Darkness combines 
Flashback-style platform action (which is hardly surprising, considering the guy 
repsonisble for Another World and Flashback also has a 4 <ey role in the develop¬ 
ment of HOD) with absolutelJ^taggering cartoon-style culs^^enes. In all honesty, 
HOD (with that sort of acronym^H^nds more like a game aboyt the trade plied 
in Auf Wiedersen Pet) was the mosteJbi^g product at ffte ECTS ancUs well-worth 


keeping a beady eye on. ‘ ^ 

• Heart Of Darkness will be releahd in Oct 







Absolute Zero 

Domark 

Domark’s PC histo¬ 
ry is sketchy to say the 
least, but it looks as 
if it’s making a bid 
to put itself on the map 
with Absolute Zero. 

Plotwise we’re not talk¬ 
ing of anything special. 

1 mean, how many times 
have you heard about 
space colonies on 
other planets? And 
you\e certainly not 
been starved of Jupiter- 
related tomfoolery and alien-based war 
scenarios. But the game does strike a 
chord with its rather special 3D texture- 
mapped graphics, and what’s more 
there are loads of vehicles to fly in this 
3D futuristic sim. Quite frankly, if you’re 
going to do another three-dimensional 
space battle simulator, making it look 
this good would be a start. 

# Absolute Zero will be released in May. 



The AdrenaUn(e) Factor 

Mirage 

We’ve had a fair share of isometric- 
3D strategy games recently. There 
was X-COM: Terror From The 
Deep, UFO, and, well, erm, er, 
that’s about it. Actually when you 
come to think of it, there’s a hole 
the size of a 24 bus to squeeze 
The Adrenalin(e) Factor into, and 
like a gaming jigsaw piece. 
Mirage’s Syndicate-style blaster 
should fit the bill quite nicely. You get 
to take control of a team of robots as 
you attempt to rid the World of the Bio- 
Mechs. There are five gigantic levels 
and in each you’re given a squad of 
‘bots armed with mini-nukes with which 
to blast the b’jesus out of the enemy’s 
genetic army. One of the game’s most 
noteable features is that the action can 
be viewed from one of the robot’s head- 
mounted cameras, as well as the smart 
animations that feature throughout. 

• The Adrenaiin(e) Factor should be 
released at the end of the year. 


AIV Networks 

Infogrames 

If planes, trains and automobiles are 
your cup of tea, it would have to be a 
very large cup and would take yonks to 
boil the water needed to make a decent 
cuppa. Now it may sound as though I’m 
talking bollards, but there’s a metaphor 
in here somewhere. Where? Well, it’ll 
take yonks to discover all that’s within 
AIV Networks! (Oh dear — Dave.) 

It’s a sim/management game, you 
see, and is based around the wonderful 
world of transport. That’s not all there 
is to it though, as AIV also boasts the 
most comprehensive corporate deal¬ 
ings you’ll ever be inspired to under¬ 
take without being commandeered to 
run British Rail (and let’s face it, most of 
us have too many ‘O’ levels to do 
that). Although this sounds 
frighteningly similar to Transport 
Tycoon, it looks twice as deep and 
currently has the Japanese falling 
over themselves in the rush to buy it. 

• AIV Networks will be released in June. 


Bazooka Sue 

Krisalis 

Interactive adventures (or point-’n’- 
click adventures as I prefer to call them) 
usually have one thing in common — 
they all have blokes assuming the lead 
role. In fact you could probably count 
the number of heroine-inspired adven¬ 
tures on the fingers of a horse’s hoof. 
So it comes as a pleasant surprise to 
learn that Krisalis’ Bazooka Sue has a 
babe in the central role. Not just any old 
babe though, as Sue is a centrefold who 
regularly poses for ‘those’ magazines. 

Games like this generally live or die 
on the quality of the graphics and the 
interaction, but while I can’t guarantee 
gameplay to equal Day Of The Tentacle, 
I will say that hiring a ‘real’ animator to 
supply the visuals was a wise move 
indeed. Bazooka Sue also fea- 
^ tures its fair share of sauce, 
so get ready to reach up to 
the top shelf for this one. 

■ • Bazooka Sue will be released at 

Christmas. 

























Conqueror — AD 1086 

Time Warner interactive 

Conqueror — AD 1086 is four games 
in one, Medievally-flavoured package. 
There’s action/adventure, strategy, 
role-playing and tactical combat all 
crammed into one game, but the high¬ 
light of the game is the jousting sec¬ 
tions which look absolutely wonderful. 
The horses are beautifully rendered and 
come hurtling towards you in 3D like a 
flood of commuters arriving home for 
the weekend, or something. 

So what’s the score? You have to 
build and control the strongest 
fief (there is such a thing, hon- 
est) in nth Century Britain, and 
Time Warner have researched hard to 
make sure all the historical details are 
exact. Domination is achieved in a num¬ 
ber of ways and you can use “a combi¬ 
nation of politics, warfare and [get this] 
marriage” to reach your goal. 1 knew 
tying the knot was good for something. 
• Conqueror — AD 1086 wilt be released 
in late Summer. 


Command & Conquer 

Virgin Interactive 

Okay, I’ll admit it. Command & 
Conquer is a wargame, but it’s not just 
any old battle sim, no sirree. Basically it 
use real-time gameplay, like Dune 2 
and unlike so many other wargames 
which are turn-based (yawn-a-rama!). 
This makes the game much more 
action-packed and, combined with the 
juiciest graphics ever seen in this par¬ 
ticular forum. Command & Conquer 
looks very good indeed. The game also 
has other major fea- 

-^ tures that it 

proffers as 
the best. There’s the 
unique ability to play as either the 
good or bad guys, and there’s also the 
option to play via a modem, network or 
serial link. On top of that, there’s even a 
rather funky rap/hip-hop soundtrack 
thumping away in the background — 
that’ll scare off the trainspotters! 

• Command & Conquer will be released 
in June. 


Crusader: No Remorse 

EA/Origin 

If you’re going to make a prediction 
you may as well make it 220 years into 
the future, then at least you’ll be dead 
when the kids of tomorrow realise you 
were actually talking out of your butt! 
Crusader: No Remorse, the latest game 
from gaming gods Origin, sees a 
Consortium rising to overpower and 
take control the earth, devastating the 
the globe during the bloody battle that 
follows. As the Enforcer, you lead the 
assault to crush the evil oppressors in 
this Terminator-style storyline. 

The action-packed plot is accompa¬ 
nied by over one and a half hours of live 
action video, fully-rendered characters, 
and enough blood-letting to get Mary 
Whitehouse foaming at the mouth! 
Cram-packed with puzzles and gor¬ 
geous graphics. Crusader looks like a 
cross between BioForge and Ultima 8. 
Now does that sound good or what? 

• Crusader: No Remorse will be 
released in September. 



Cybermage: 

Darklight Awakening 

EA/Origin 

Coming from the creators of System 
Shock, you’d certainly be excused for 
assuming that Cybermage: Darklight 
Awakening is the follow-up to its excel¬ 
lent space-age cousin. But no. While 
Cybermage is action-packed and uses 
the same first-person viewpoint, it also 
includes its fair share of puzzles to chal¬ 
lenge the usual swarms of Doomheads 
looking for their next fix. 

There’s also a variety of different 3D 
texture-mapped terrains to negotiate, 
including caves, inner-city slums and 
forests, giving a more rounded feel to 
the explorable environment. Origin 
itself is heralding the game engine as 
an interactive comic book, but I person¬ 
ally have never felt like blowing the 
ultra-sensitive parts off Dennis The 
Menace... or have I? 

• Cybermage: Darklight Awakening 
will be released in June. 




Dung’eon Keeper 

Bullfrog 


The mention of a role-playing game usu¬ 
ally brings about two responses. Firstly, 
you get the enthusiast who runs off to 

slip into their ore’s outfit and ^ 

unsheath their rubber sword, then 

insists you call him Snorkbait. And 

then there’s the sceptic who laughs 

at said enthusiast and denies that 

they ever get the urge to guide a bunch 

of lame adventurers through a grubby 

old dungeon. But Dungeon Keeper from - 

Bullfrog is about to change all this. ^ f 

For the sceptic it’s a chance to get 
your own back. Why? Because you actual- 
l\4^et to play the supreme master in control of the 

dungeon, rather than the hapless heroes wandering aimless- - " 

ly through its dank corridors. What this basically means 
is that every single monster in the dungeon is 
under your control, the aim of the game being to 
fight back against the do-gooders with this army 
of sword-swinging skeletons and create the most 
wickedly fiendish dungeon with the resources pro¬ 
vided. Exploring the texture-mapped dungeon in 
either first- or second-person perspective, the adven¬ 
turers you’re battling against use an advanced form of 
artificial intelligence called ’behavioural cloning*, which 
means they learn from your actions and adapt their style of 
attack accoringly, therefore tailoring the game difficulty to 
suit each individual player. 

A novel approach to a staid genre. Dungeon Keeper is a great 
twist on the RPG theme. And with c|fey|K^sion of a multi-player 
mode, this promises to be the game eveqS^geon hack has been waiting for. 
• Dungeon Keeper will be released 












I Have No Mouth, 

And I Must Scream 

Cyberdreams 

And the winner of this year’s Oscar 
for the game with the most peculiar 
name goes to... Probably not 1 Have No 
Mouth, But 1 Must Scream — but it 
came close. But then it would also have 
to have won the award for the most odd 
short story title, as the game itself is 
based on a Harlan Ellison novella (one 
of the ten most reprinted in the English 
language, we’re reliably informed). 

It’s an adventure game with the 
(almost) unique aspect of allowing you 
to take control of no less than five major 
characters, as you trudge around a 
post-apocalyptic world aiming to defeat 
a super-computer who has already 
managed to rid the planet of humanity. 
The game uses 40 characters in total, 
all with CD digitised speech, and 3D ani¬ 
mation techniques ne’er seen before. 

• I Have No Mouth, And I Must Scream 
will be released in late Summer. 


Jetfighter III 

US Gold 

As sequels go, jetfighter 111 had a 
pretty good older sister to borrow its 
lipstick (or should that be joystick) 
from, jetfighter II was ace, and a must 
buy for flight sim buffs everywhere. And 
jetfighter III not only promises to better 
it with relish, it’ll chuck in the bap and 
the beef patty too. 

For a start, the ground is fully tex¬ 
ture-mapped, giving an almost realistic 
feel to hurtling thousands of feet over 
good old terra firma. Then there’s a 3D 
virtual cockpit that allows you to wan¬ 
der your ‘virtual’ eyes over the instru¬ 
mentation at will, without awkward key 
presses. One thing to note is that I’m 
not sure if the game’ll be compat¬ 
ible with virtual reality 
headsets (like the 
Cybermaxx or the Vi) 
but wouldn’t that be 
a rush if it was? 

Hmmm... 

• Jetfighter III will be released in May. 


Magic Carpet 2 

Bullfrog 

How do you better the best? Magic 
Carpet has already been showered in 
accolades from near and far, including 
several honours in both innovation and 
general best game fashions at the 
recent ECTS Awards. But if anybody can 
do it, surely Bullfrog can — look at 
Populous 2, for example. 

Essentially the game engine has 
been speeded up dramatically — if that 
were indeed possible — and there will 
be new underground and night-time 
levels to negotiate (as well as updated 
original-style ones). Also, as well as the 
good old blasting-related action, now 
cunning puzzles will have to be solved 
and special tasks will have to be per¬ 
formed before the levels can be 
fully completed. And as if that’s 
not all. Magic Carpet 2 will 
have a multi-player mode too. Ooh... 
Aren’t we just spoilt sometimes? 

• Magic Carpet 2 will be released in 
September. 


Micro Machines 2 

Codemasters 

Micro Machines was one of the most 
playable little devils you were ever like¬ 
ly to get your hands on. Its wide variety 
of tracks, brilliant two-player action and 
sheer simplicity made it ooze class, and 
now here’s Micro Machines 2 (one of 
the umpteen very impressive sequels 
unveiled at the show) to carry on the 
grand tradition. 

Top-down racing games have 
always been fun in my opinion, espe¬ 
cially when, like Micro Machines 2, they 
present you with the opportunity to 
cram yourself and three mates around 
your PC and race against each other. In 
all there’s 51 tracks to race on and 17 
different vehicles to drive. And, if you’re 
getting bored of all of that little lot, the 
PC CD-ROM version also features a 
track designer for those who still pine 
for the days before the little bristly bits 
on the bottom of their Scalextric cars 
dropped off. 

• Micro Machines 2 will be released in June. 





Project Morphs 

EA/Delphtne 


Whereas Heart Of Darkness could be hailed as the unofficial sequel to 
Flashback, Project Morphs essentially IS the sequel to Flashback and marks 
the return of the polygon platform star, Conrad B. Hart. Bizarrely, though, it’s 
totally different from its predecessor and uses a 3D perspective rather like the 
Alone in The Dark games, the variety of camera angles enabling you to guide 
Conrad through six huge and diverse levels. Each of these spawling stages is fur¬ 
ther divded into sub-levels, so don’t expect expect to see all the sights of Project 
Morphs within a couple of hours! 

The Morphs in question aren’t little plasticine men who live inside a magic 
paint box and have googly eyes, instead they’re an army of shape-changing 
aliens who have taken over the Solar System. It’s these morphs who’ve captured 
Conrad and are holding him prisoner. Needless to say the gist of the game is to 
escape, by first befriending a POW buddy and then plotting to overthrow the all- 
powerful polymorphs (as they’re scientifically known, erm, apparently). 

Considering the game’s background, it’ll be interesting to see how well 
Project Morphs compares with the show’s other Flaskback-alike, Heart Of 
Darkness, but as ever only time will truly tell. 

• Project Morphs will be released in September. 
























Phantasmagoria 

Sierra 


V 


Horror games, on the whole, tend 
to be anything but scary. Well, apart 
from the horror of forking out fifty quid 
only to Find it’s possibly the most worth¬ 
less collective of data ever to be stored on 
a CD. Phantasmagoria promises to change 
all that — in fact. Sierra reckon it’ll be the 
first ‘horror’ game that will make you 
regurgitate last night’s Bolognese! 

To be honest Phantasmagoria is some¬ 
thing of a monster itself. Due to come on no ^ 
less than 7 CDs, it features 25 actors to fill the 
roles in its interactive movie sections, took 
over a year to complete, and cost millions to 
develop. You see, the game is no run-of-the- 
mill adventure, although there are traditional 
point-’n’-click sections similar to those th 
Phantasmagoria designer Roberta Williams u 
to such great effect in King’s Quest VU. 

It also extends an open hand to 7th Gi 
style of presentation, with live-action sequences, 
over 800 rooms to explore, a huge musical score, and ; 
chees]|f^ acting abilities not normally seen this side of 
stralfht-to-video B-jifcvies. The plot is performed in 
j4ial-time, and b^use of the cunning gtquisition of 
^ one of Hollywood’s top special effe^>merchants, the 
horror sequences are truly gruesome. 

• Pbtnpsmagoria will be releaf ^ in July, 


rnum 




Rollcage 

Team 17 

There’s no doubt that the current 
type of games that make arcade enthu¬ 
siasts and console owners alike go 
“Wow!” are the ones that feature white- 
knuckle rally driving. They’ve got both 
Ridge Racer and Daytona, and now 
we’re about to be swamped in a pletho¬ 
ra of texture-mapped 3D racing games 
too, with Rollcage looking set to be the 
leader of the pack. 

It’s an off-road game, and lives more 
in the realms of dirt-track racing than 
the tarmac-clad streets most games 
plump for. The graphics are mightily 
awesome, and considering that this 
beast will even run on a 486 with but 
33MHz, it means that accessibility is at 
a premium. Another welcome feature is 
that you can — and this certainly seems 
to be the catchphrase at the moment — 
link up to five other PCs through a net¬ 
work and have six human-controlled 
cars competing at the same time. 

• Rollcage will be released in October 


M.I.S.T. 

Bullfrog 

M.l.S.T. is only a working title — 
after all, we’ve already had a game with 
a similar name before. It’s an acronym 
for My Incredible Superhero Team and 
the package sounds as if it could well 
be the most exciting 
Bullfrog release 


Basically, it offers you the chance to 
do something that everybody at one 
point or another has always wanted to 
do, and that is... Create your own super¬ 
hero team (all right, who said “Chuck 
Alex off the Empire State building”? Oh 
it was you, mum!) You can build an 
almost infinite number of different 
potential heroes (or heroines) using 
vector parts for their bodies, assign 
them different powers and, using 
a modified Magic Carpet engine, 
send them out to do good. 
Another interesting aspect is 
that the enemies use a tech¬ 
nique called ‘behavioural 
cloning’, which means they learn 
your tactics as you go and adapt 
to them in the future. Can’t 
you see I’m salivating 
already? 

• M./.S.r. is due 
for release in 
November. 


z 

Warner Interactive Entertainment 

And the prize for the shortest ever 
name for a game goes to... Z, the forth¬ 
coming action/strategy romp from 
those coding legends. The Bitmap 
Brothers. However, unlike the Bros’ 
previous games, such as Speedball 2 
and The Chaos Engine, Z has been 
developed primarily for the PC. 

Z’s gameplay is very similar to Dune 
2’s, but the emphasis is more on action 
and less on building up resources. As 
commander of a squad of droids, it’s 
your task to destroy the enemy robot 
base at the far end of each battlefield, 
of which there are 25 in all. As well as 
robots there are tanks, missile launch¬ 
ers and gun turrets to control. 

The Bitmaps claim that the game’s 
advanced A! will provide a strong 
strategic challenge for armchair tacti¬ 
cians of all abilities, and falling that 
there’s the option to play head-to-head 
over serial link-ups and networks. 

• Z will be released in September. 



























Mirage 


There’s nothing more pleasing than seeing two great hunks of metal beating 
the chrome out of each other, except perhaps seeing two fully-grown adult men 
doing much the same. Thus, in an effort to attempt something completely different 
with the beat-’em-up genre, last year Mirage released Rise Of The Robots. 
Unfortunately, despite its flashy SVGA rendered graphics and Brian May sound¬ 
track (or maybe because of that), it failed to make quite the impact that it so 
promised, and was left to rot in the bins along with last year’s other ‘Big Boss Of 
The Beat-’Em-Up’ wannabes. But now Mirage is ready to make amends and prove 
that the basic idea behind Rise wasn’t a complete disaster with the forthcoming 
sequel. Rise 2: Resurrection. 



For a start, there are many more robots involved, and each of them will be more < 

‘user-friendly’ and responsive to control. Also, the speed and animation has been 
cranked right up, so Rise 2 should be a lot more hectic than the first, rather sedate 
game. Weapons have been added to the fray, and the already excellent rendered | 

background graphics have been tweaked so they look even better than before, if 
that’s at all possible. ‘ 

Thankfully Rise 2 looks significantly better than the first game, but then it’s not 
how brown the outside of your toasted sandwich looks, it’s what kind of filling it 
has. Let’s just say that we wait with baited breath... I 


Shadow Of The Empire 

Blue Byte 

“For decades, devastating wars 
raged on Chromos. The Drullian armies 
faced an invincible foe — an enemy 
they had created themselves. Finally, 
the mad strategist, Val Harris, succeeds 
in defeating the mad robot brain...” 
Crap!!! I really cannot be bothered to 
relay any more of Shadow Of The 
Empire’s plot to you because it would 
make you eat your own foot it’s so bad. 
Which is sad, actually, as the game 
itself has real promise. 

Shadow Of The Empire is a wargame 
crossed with a decent smattering of 
adventure game larks. Running under 
Windows, this Battle Isle 2 follow-up 
uses the medium of CD-ROM to its 
fullest effect by dragging up digitised 
action sequences featuring actors with¬ 
out actually interrupting the flow of 
play itself. It’s a cunning combination of 
Silicon Graphics-rendered illustration 
screens and old-fashioned, hex-based 
battle simulation maps, and it all seems 
to hang together superbly — just like a 
well-made Marks And Spencer suit. 
(Who thought I was going to say 
Armani? Who cares?) 

• Shadow Of The Empire will be 
released in the Autumn. 


Syndicate Wars 

Bullfrog 

Us poor old games-starved PC own¬ 
ers (er, that was irony by the way) will 
have to wait quite a while for the sequel 
to Syndicate, as it’s actually coming out 
on the Sony Playstation console first. 
Mind you, it’s more than likely to be 
worth the wait. The game’s basics will 
remain the same as before, although 
this time there are three major factions 
competing against each other, and you 
control the agents who must extermi¬ 
nate them. This time however, the field 
of view rotates the whole 360°, making 
it simpler to figure out what is actually 
going on. And there’s a distinctly 
improved light-sourcing technique in 
action that’ll give the futuristic graphics 
that little bit more polish. 

• Syndicate Wars will be released in 
the Spring of 1996. 



Terra Nova: 

Strike Force Centauri 

Virgin Interactive 

War, good god, what is it good for? 
About 300,000 sales and a few weeks at 
the top of the Gallup charts I should 
imagine. And Terra Nova certainly does¬ 
n’t shirk its responsibilities in the fight¬ 
ing stakes. Well, you certainly couldn’t 
if you’d signed up for Strike Force 
Centauri and dropped right into the 
middle of some alien barny! 

Terra Nova: Strike Force Centuri fea¬ 
tures some absolutely gorgeous rolling 
fields and battle landscapes, all created 
using a new 3D graphical utility called 
the ‘Immersive Reality Combat System’. 
Sadly, 1 don’t know what it means — 
but it looks bloody impressive. 

• Terra Nova will be released in 
September. 



Theme Hospital 

Bullfrog 

So, with all the killing, maiming and 
wanton blood-letting witnessed by 
myself during the course of the show 
(and that was just in the bar amongst 
the other journos), it was quite refresh¬ 
ing to know that at the end of the day 
there’s always somewhere safe you can 
go to get patched up. 

Bullfrog’s Theme Hospital promises 
to do for the noble medical profession 
what Theme Park did for funfair rides 
and roller-coasters, although this time 
the little people are throwing up before 
they get inside your establishment 
rather than after they leave it. 

In Theme Hospital the player gets 
the chance to found a small clinic and 
then has to build it up into St 
Elsewhere, or something, with the ulti¬ 
mate aim being to make lots and lots of 
luwerly money. 

Like all Bullfrog games, the style will 
be very humorous, and so long as 
Virginia Bottomly keeps her nose out of 
it the only thing that’ll be closed down 
when Theme Hospital is eventually 
released will be your social life. Carry 
on, nurse. 

• Theme Hospital will be released in 
the Spring of 1996. 





































Make no mistake, this is the most tempting 'bung' any prospective manager can get their hands on. 


Those in the know already recognize Premier Manager 3 as the most successful football 


management game of all time. But now there's even more reason to be over the moon. With the 



new Premier Multi-Edit System, 


Premier Manager 3 enters a different league. Now, you can customize and 


change the game to your heart's content - from the manager's name 


and different player skills, to shifting divisions and 




Premier Multi-Edit System 

can only be used with Premier Manager 3. 


complete team transfers. You can even change 

playing strips, club details, stadium specification and ratings. What's more. 

Premier Multi-Edit is available on 3.5" PC and Amiga formats. 
No wonder the competition's as sick as the proverbial parrot. 


© 1995 Gremlin Interactive Limited. All rights reserved. Gremlin Interactive Limited, Carver 
House, 2-4 Carver Street, Sheffield SI 4SF. Tel: (0114) 275 3423. 
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360 Compilation. 

7th Guest / Dune. 

11th Hour-7th Guest 2. 

1942 Pacific Air War. 

A-Train 8r Construction Kit. 

AlOTank Killer. 

A320 Airbus Europa. 

A320 Airbus USA. 

Absolute Zero. 

Aces Of The Deep. 

Across The Rhine. 

AD&D Action Trilogy. 

AD&D Dragonlance Trilogy. 

AD&D Forgotten Realms Trilogy. 

AD&D TRIPLE TRILOGY. 

Addiction. 

Aegis Guardian Of The Fleet. 

Air Bucks 1,2. 

Air Havoc Controller. 

Al Qadim - Genies Curse. 

Aladdin. 

Alex Dampier's Pro Hockey '95. 

Alice in Wonderland. 

Alien Logic. 

Alien Olympics. 

Alone in the Dark 3. 

Another World. 

APACHE LONGBOW. 

Arcade Pool. 

Archer Macleans Pool. 

Armored Fist. 

ATP. 

ATP v5.0. 

ATP + East & West USA. 

ATP 3D Adv Graphic System. 

ATP Canada - Monteal. 

ATP Canada - Toronto. 

ATP Great Britain or California. 

ATP E or W USA Scenery EGA. 

ATP E or W USA Scenery VGA. 

ATP Flight Controls Driver vl.O. 

ATP Japan oi Hawaiian Scene. 

ATP New Facilities Locator. 

ATP Chicago/St Louis/Cincinnati. 

ATP Detroit/Lake Huron. 

ATP New York/Montreal/Halifax. 

ATP Western European Tour. 

B17 Flying Fortress. 

Baldie. 

Battle Bugs. 

Battlechess Compilation. 

Battledrome - Metal Tech. 

Battle Isle 2. 

Battle Isle 2 Titans Legacy. 

BC Racers. 

Beat the House. 

Beneath A Steel Sky. 

Bioforge. 

Bitmap Compilation. 

Blackhawk. 


Blondes Have More Fun... 

Bloodnet. 

Bloodstone. 

Body Count. 

Breach 3..., 


Bridge Champion - O Sharif. 

Bridge Olympiad. 

Brutal. 

Bureau 13. 

Burning Rubber. 

Burntime. 

Buzz Aldrins Race Into Space. 

Cadillacs & Dinosaurs. 

Caesar Deluxe. 

Campaign (Enhanced).. 

Campaign 2. 

CANNON FODDER. 

Cannon Fodder 2. 

Cartoon Carnival. 

Car & Driver. 

Celebrity Poker. 

Central Intelligence. 

Champ Manager Compendium. 

Champ Manager End of Season .. 

Champ Manager Italia 95. 

Champions of Sport. 

Chaos Control. 

Chaos Engine. 

Chessmaster 4000 (Win). 

Civil War - Fields of Glory 2. 

Civilisation. 

Classic Coll - Access. 

Classic Coll - Delphine. 

Classic Coll - Lucas Arts. 

Classic Coll - Velocity. 

Classic Collection (Interplay). 

Club Football - The Manager. 

Colossus Compilation. 

COLONISATION... 


9 1 
- 2 


Combat Air Patrol. 

Combat Classics 3. 

Commanche Maximum . 

Command Adventures Starship. 

Complete Chess System 2. 

Conspiracy Overkill. 

Covergirl Poker. 

Creature Shock. 

Cyber Judas. 

Cyberace. 

Cyberia. 

Cyberspace. 

Cyclemania. 

Cyberworlds. 

Darker. 

Daring To Fly (Windows). 

Day Of The Tentacle. 

Day Of The Tent/Indy/Sam & Max . 

D-(jeneration. 

Damnesia. 

Damocles. 

DARK FORCE.S. 

Dark Seed. 

Dark Seed 2. 

DAUGHTER OF SERPANTS. 

Dawn Patrol. 

Deathgate. 

Delta V. 

Deluxe Strip Poker 1 & 2. 

Descent. 

Desert Strike. 

Detroit.. 

Digital Dreamware. 

Digital Love. 

Discworld. 

Dominus. 

Doom... 


Doom Add - 0ns. 

Doom Addons (Wolfdoom etc).. 

Doom Companion Edition. 

Doom D/Disk 1 or 2 or 3 or 4. 

Doom Editor Pack. 

Doom Hint Book. 

Doom Utilities. . 


Doom Utilities » 900... 

Doom Wads of Wads .. 

Doom 1&2 Accessory Pack... 

Doom 2. 

Doom 2 Cheats ... 

Doom 2 Ex; ?. Levels Vol 1... 

Doom 2 Editor Pack... 
Dragonsphere... 

DUNE1 OR2.... 

Dungeon Master 2. 

Earth Siege... 

Ecstatica. 

Elder scrolls. 

Elite . 

Elite 2. 

Emperor's New Clothes . 

ENCARTA 1995.. 

Essential Guide to Better Sex. 

Evasive Action. 

Excellent Games (Compilation). 

Extractors... 

Eye of the Beholder 1. 

Eye of the Beholder 1 or 2 or 3. 

FI Manager. 

F117A Stealthfightei. 

F14 Fleet Defender. 

F14 Fleet Defender/Subwar 2050 

FI4 Fleet Defender D/Disk. 

F15 Strike Eagle 2 or 3. 

F19 Stealthfighter. 

Fairway to Heaven. 

Falcon 3.0. 

Falcon Gold. 

Fields Of Glory. 

FIFA Internatinr.al Soccer. 

Fighter Wing.. 

First Encounteis/Elitc 3. 

Fist... 


9 Inferno... 


9 1 
9 2 
9 2 
9 2 
9 2 
9 1 
9 2 
- 3 
9 1 


- 1 
13 
2 


2 

1 

2 


1 

1 

2 


12.99 1 

12.99 1 

26.99 2 


1 

2 

2 

2 


Fifth Fleet. 

Flight Commander 2. 27 

FLIGHT SIMULATOR 5.. .. 29 

FS5 - BRITISH ISLES. '* 

FS5 - Canada - Montreal (v5.0). 

FS5 - Canada - Toronto (v5.0). 

FS5 - Caribbean Scenery. 

FSB - Scenery Designer Tool. 

FS5 - Eastern England. 

FSB - Europe 1. 

FS4/5 - Grand Canyon Scenery. 

FS4/5 Hawaii or Tahiti Scenery.... 

FSB - Italy or Washington. 26.» 

FSB - Japan Scenery. 

FSB - Las Vegas. - 

FSB - Midlands Combo. 2 

FSB - New York or Paris. 

FSB - Ralleye Around the World. 2 

FSB - S East England (London). 1 

FSB-Scotland. 1 

FSB - Southern England Combo. 2 

FSB - South West England. 1 

FS5 - UNITED KINGDOM. 49 

FSB - West or East USA (vB.O). 3 

FSB-West USA Scenery. 

FSB - Western England. 

Flight Unlimited.. 2 

Flight Light. 1 

Flight Light Plus. 2r 

Football Glory. 

Formula 1 Grand Prix. 

Fortress of Dr Radiaki. 

Front Lines. 

Front Page Sports Baseball. 

Front Page Sports Football 3. 2 

Full Throttle. 

Ghosts. 

Gingerbread Man. 

Golf (Domark). 

Graham Gooch Cricket. 

G Gooch - 94/95 Datn Disk. 

G Gooch - Battle for vhe Ashes. 

Great Naval Battles 1. 

Great Naval Battles 2. 

Gremlin Triple Compilation. 

Grooves (Royalty Free Music). 

(Suilty. 

Gunship 2000. 

Hammer of the Gods. 

Hardball 4. 

Harpoon Classics. 

Harpoon 2 v2.0. 2 

Harpoon 2 Cold V/ar Battleset. 1 

Harpoon 2 W Pacific Battleset. 1 

Harrier Jump Jet. 1 

Heimdall 2. 2 

Hell.. 


Heroes of the 357th + F29 
HIDDEN WORLDS - MAGIC CMTIT 

High Seas Trader. 2 

History Line. 2 

Hokum KA-50. 2 

Hunters of Ralk. 2 

International Open Tennis 


Indy Car Racing.. 

Indy Car Track Pack... 


Innocent Until Caugfn 2. 

Inordinate Desire... 1 

Iron Assault, 

Iron Forces .. 

Ishar3. 2 

JAZZ JACK RABBIT. 2 

Jetstrike.,. 2 

Jimmy White's Whirlwind Snooker 1 

J Nicklaus Unlimited... 1 

J Nicklaus Signature Edition 

Jordan in Flight. i 

JUNGLE STRIKE. 2 

Kick Off 3 - Euro Champs 

Kingdom. 

Kingpin. 1 

Kings Quest 1,2, 3, 4 or 5 .. 

Kings Quest 1-6 Collection. 

Kings Quest 7. 

KLIK AND PLAY. 

Knights of the Sky. 1 

Kyrandia 3. 

Leading Lap. 

Legend of Kyrandia 

Legends of Valour. 1 

Legions (DOS or Windows). 2 

Leisure Suit Larr r 1. 1 

Leisure Suit Larry 1 or 2 or 3. 1 

Leisure Suit Larry 1 - 6 Collection ... 

Lemmings Double Pack. 2 

Lemmings 1 & 2. 

Lemmings 3. 

Link Worlds. 1 

Links 386 Pro. 

Links Banff or. 1 

Links Big Horn or Pebble Beach . 1 

Links Castle Pines or Firestone. 1 

Links Innisbrook or Mauna Kea. 1 

LINKS PRAIRIE DUNES. 1 

Lion King. 2 

Little Big Adventure. 

Live Action Football. 2 

Loadstar. 

Loderunner. 

Lords Of Midnight... 

Lords Of The Realm. 

Lost Eden. 

Lottery Trend Analysis v2.0. 1 

Ml Tank Platoon. 1 

Magic Carpet. 2 

MAGIC CARPET - HIDDEN WORLDS 

Manchester Utd The Double. 

Maniac Sports. 

Master of Magic . .. 

Masters of Orion. 12.99 

Mechwarrior 2. 26.99 

Menzoberranzan. 27.95 

Metal Marines (Windows). 22.99 

Microsoft Cinemania ' 

Microsoft Fine Artist.. 

Mike Ditka Football.... 

Military Masterpieces. 

Mortal Kombat. 

MORTAL KOMBAT 2. 22 

Myst. 

Mystic Midway. 

Napoleonics. 1 

NASCAR. 2 

Navy Strike. 2 

NBA 95. 


Nigel Mansell's World Champ. 

Noctropolis. 

Novastorm. 

Old Timer. 

On the Ball W Cup or League . 2 

Operation Body Count. 1 

Operation Crusader. 2 

Outpost v2.0. 

Overdrive. 11 

Overlord. 


Peter Gabriel Expluier. 

PGA Tour Golf +. 1 

PGA Tour Golf 486. 

Pinball Dreams. 

Pinball Fantasies. 2 

PIZZA TYCOON. 29 

Playboy Screensaver. 

Police Quest 1 or 2 or 3. 

Police Quest 4. 

Populous 2. 1 

Powerdrive. 1 

Powergame 2. 

Powermonger. 

Powerslide. 

Power House. 2 

Powei Tactics. 2 

PREMIER MANAGER 3. 22 

Prem Man 3 Multi Edit System. 

Prince Interactive. 

Project X. i: 

Psycho Pinball. 2 

Pyrotechnica. 1 

QEMM GAMERUNNER. 39 

QEMMV7.5. 59 

Quarterdeck Cleansweep. 3 

Quest for Glory 4. 

Radioactive. 

Railroad Tycoon. 1 

Railroad Tycoon Deluxe. 2 

RAPTOR. 22 

Ravenloft. 2 

Ravenloft II - Stone Prophet. 2 


19.99 

19.99 

19.99 


32.99 

16.99 

27.99 

22.99 

12.99 

26.99 
26.99 
26.99 

26.99 

32.99 

29.99 

28.99 

26.99 


r The Skies. 12.99 

Rebel Assault. . 

Red Shift. .- 

Renegade.. 

Retribution 
Reunion .. 


12.99 

26.99 

29.99 

32.99 

13.99 

14.99 


29.99 

29.99 

26.99 

12.99 

27.99 
27.99 


27.99 

19.99 

26.99 

12.99 

29.99 


22.99 

34.99 

12.99 

12.99 

26.99 




Return To Ringworld.. 

Rise of the Robots (SVGA). 

RISE OF THE TRIAD. 

Robinsons Requiem. 

Rome AD92 ... 


.- 44 

. 29 

26.99 26 

27.99 27 

26.99 29 

27.99 29 

22.99 22 

26.99 26 

10.99 

16.99 

. 10.99 13 

Sabre Team. 19,99 1! 

Sam & Max Hit The Road. 16.99 26 

Scrabble. 20.99 

Seal Team. 12.99 

Secret Of Monkey island 1. 12.99 12 

Secret Of Monkey Island 1 or 2. 12.99 

Secret Weapons Of The Luftwaffe.. 12.99 

SWOTL P38 or He162 D/Disk. 12.99 

Seaworthy. 22.99 2 

SENSIBLE GOLF. 22.99 

Sensible Soccer International. 13.99 1 

SENSIBLE WORLD OF SOCCER. 19.99 26 

Settlers . 26.99 

Shadowcaster. 12.99 

She Queen Death Machine. 16.99 

Sherrington Fox. . 

Shoot'em Off. 17.99 

Silent Service 2. 12.99 

Silverball. 19.99 

Sim City 2000 . 26.99 2 

Sim City 2000 Scenarios 1. 12.99 

Sim City 2000 Scenarios 2. 13.99 

Sim City 2000 Urban Renewal Kit... 13.99 

Sim City Deluxe. 22.99 

Sim Classics Compilation. 27.99 

Simon the Sorceror 2. 26.99 2 

Simon The Sorceror. 26.99 2 

Skidmarks. 


26.99 

19.99 

29.99 
29.99 


Space Ace... 

Space Federation... 
Space Hulk. 


26.99 2 
2 


Space Quest Collection... 

Space Simulator. 

Spaceship Warlock. 

Speedball 2 ... 


34.99 

26.99 

29.99 

26.99 

22.99 

26.99 

31.99 


12.99 


26.99 

27.99 

12.99 


Speed Racer. 26. 

Spectre VR. 27.99 2 

SSN-21 Sea Wolf. 29.99 3 

Stalingrad. 27.99 2 

Star Crusader. 27.99 2 

Star Reach. 26.99 

Star Trail Realms of Arkania 2. 27.99 2 

Star Trek 2 Judgement Rites. 26.99 

Star Trek Technical Manual. . 

Star Trek The Next Generation. . 

Stardust Super Edition. 17.99 

Starlord. 27.99 

Stereoworld. 19.99 1 

Streetfighter 2. 12.99 

Strike Commander. 26.99 3 

Strip Pot. 17.99 1 

Stonekeep. . 3 

SUBWAR 2050. 12.99 12 

Super Karts. 29.99 3 

Superfrog. 13.99 

Super Streetfighter 2. 26.99 2 

Superhero League of Hoboken. 26.99 2 

Syndicate. 12.99 3 

Syndicate Data Disk. 13.99 

System Shock. 27.99 

S.U.B. 17.99 

TACOPS (Windows). 26.99 

Tactical Man English or Scottish. 22.99 

Tactical Manager 94/95 D/ D. 12.99 

Tank Commander. . 

Tarzan. 16.99 

Task Force 1942. 12.99 1 

Team Yankee. 12.99 1 

Temptation (Compilation). . 2 

Terminator 2 - Judgement Day. 8.99 

Test Pilot. . 

TFX. 27.99 2 

The Big Red Adventure. 26.99 2 

The Blue And The Gray. 26.99 2 

Theme Park. 27.99 2 

THE AIRPORT. 2 

The Clue. 22.99 2 

The Horde. 27.99 2 

THE JOYS OF SEX. 

The Last Dynasty .. 

The Louvre. 

The Orion Conspiracy. . 2 

The Psychotron. . 

The Ring Cycle. . 

The Scottish Open. . 

The Scroll. . 

Thumbelina. . 

Tie Fighter. 27.99 

Tie Fighter Def of the Empire. 13.99 

Tie Fighter ■ Mission Disk 2. 13.99 

Tir Na Nog. . 

Tom Landry Strategy Football. 19.99 

Tornado & Falcon 3.0.. 26.99 2 

Tower Assault . 19.99 2 

Tower of Souls. 22.99 2 

Track Suit Manager. 16. 

Trans Express. 22.99 2 

TRANSPORT TYCOON. 29.99 29 

Transport Tycoon World Editor. 14.99 

Traps 'N' Treasures. 19.99 

Trance Mission. . 

Turning Points. 12.99 1 

UFO Enemy Unknown. 27.99 2 

UFO / Master of Orion. . 2 

US NAVY FIGHTERS. 34 

Ultima 7 Complete. . 3 

Ultima 7 (The Black Gate). 12.99 

Ultima 7 (Serpant Isle). 25.99 

Ultima 8 (Pagan). 32.99 3 

Ultima 8 (Lost Vale). 14."'' 

Ultima 8 (Speech Pack). 13. 

Ultima Underworld. 12. 

Ultima Underworld 1 & 2. 

LMtimate Body Blows. 19.99 1 

Ultimate Soccer Manager. 22.99 2 

Under A Killing Moon. - 3 

Universal Warrior. 12.99 i; 

USS Ticonderoga. . 2 

Virtua Chess 


36.99 Virtual Worlds. 29.! 

Virtuoso. 

29.S9 Vital Light (Windows). 19.! 

12.93 Voyages of Discovery. 16.99 2 

32.99 Voyeur. - 

32.99 Wacky Wheels. 

22.99 Warcraft Ores & Humans. 26.99 2 

26.99 Wembley Rugby League. 19.! 

19.99 Win the Lottery . 8.! 

29.99 Wing Armada. 29.99 3 

31.99 Wing Commander Academy. 10.99 

Wing Commander 1. 11.99 

WING COMMANDER 2 . 13.99 

W Comm 2 Special Ops 1 & 2 + Speech 13.99 

27.99 Wing Commander 3. . 3 

32.99 Wing Commander 3 - Clue Book. 11.99 1 

Wings Of Glory. . 3 

34.99 Wolfsbane. 13.99 1 

25.99 Woodruff & Schnibble. -- 

25.99 World Cup Golf. -- 

29.99 World Cup Year ‘94. - 

22.99 World of Golf . 19.1 

12.99 World of War. 19.99 1 

27.99 World Tennis. 

- Worlds at War. 8.! 

19.99 Worlds of Legend. 14.99 1 

. Worms. 19.99 2 

- - X-Com: Terror from the Deep. 32.99 3 

26.99 X-Wing - Collection. 27.99 3 

26.99 Xenobots. 10.99 


22.99 

36.99 

27.99 


SPECIAL OFFERS 


7th oiiesi (OEM). 16.9! 

Alien Logit (OEM),, 17.9! 

Alone In The Dark. • 16.9! 

- Betrayal at Kroodor (OEM) 18.9! 

- Bloodnet (OEM). . . 17.9! 

. Cannon Fodder (OEM) . 17.9! 

27.99 Chessmaster 3000 . 

27.99 COMMANCHE (OEM). 

12.99 Cyclones (OEM). 

Dark Legions (OEM). 

22.99 Dark Sun Wake of Ravager OEM.. 

27.99 Dark Sun Shattered Lands OEM... 

27.99 Day Of The Tentacle (OEM). 


14.99 14.99 

- 19.99 

- 17.99 

. 16.99 

. 17.99 

. 17.99 

. 19.99 


Dogfight. 12.99 

Dune (OEM). . 

Eight Ball Deluxe Pinball. 16.99 

Gabriel Knight. 14.99 

Gabriel Knight (OEM). . 

Great Naval Battles 2 (OEM). . 

Hand of Fate (OEM). . 

INDY CAR RACING (OEM). . 

Jutland (OEM). . 

Kings Quest 6 (OEM). . 

Leisure Suit Larry 6 (OEM). . 

Lost in Time (Parts 1 & 2). 16.99 

Mad Dog McCree 1 or 2 (OEM). . 

Menzoberranzan (OEM). . 

Outpost (OEM). . 

Panzer General (OEM). . 

Pirates Gold. . 

Premier Manager 2. 7.99 

Ravenloft (OEM). . 

Rebel Assault (OEM). . 

Red Baron. 12.99 

Red Baron Data Disk. 9.99 

Return Of The Phantom. 12.99 

Subwar 2050 (OEM). . 

UFO (OEM). -- 

TFX (OEM). . 

The Shadow Of Yserbius. 9.99 

Tornado + Desert Storm. 9.99 

Wing Commander (OEM). 5.99 

World Class Rugby (Five Nations).. 9.99 

Vikings. 9-99 

YoJoe. 7.99 

Zool. 9.99 


13.99 

16.99 

14.99 

18.99 

16.99 

17.99 

21.99 

17.99 

12.99 


Syracuse Lang Sys German (4-9)... 
Syracuse Lang Sys Japanese (4-9). 

Syracuse Lang Sys English 9+. 

Syracuse Lang Sys French 9+. 

Time Flies (6-12 Years). 

Time Life Astrology. 

Tidy the House (5-9 Years). 

The Big Green Disc. 

The Zoo - Behind the Scenes. 

Thomas Tank Eng Collection. 

Thomas Tank Eng Paint Pack. 

Time Life Astrology. 

Whales & Dolphins. 

World Atlas v4.0 (Dos or Win). 

World Atlas vB.O (OEM). 

A Christmas Carol (8-r). 

Robin Hood (8-rl.. 


Wind In The Willows (8-r). 


10.99 

10.99 


13.99 

13.99 

13.99 

13.99 


i1 Super Android... 


G052 Mystic Towers.1-25 

G053 Combat Zone.1-25 

G054 Doom Front End VI.31.1.25 

G055 Revenge Of The Mutant Camels.1.25 

G056 Doom Wadpac 1.1-25 

G057 Doom Editor Utilities .1.25 

G058 Cosmo's Cosmic Adventures.1.25 

G059 Mahjong Vga.1-25 

G060 Pc Pro Golf.125 


9 G063 Omf 2097 .. 


17.99 

17.99 

19.99 


JOYSTICKS & 
ACCESSORIES 


2M Parallel Printer Cable.2.99 

5M Parallel Printer Cable.6.99 

3 Button Serial Mouse.9.99 

CD Storage Box (30 Capacity).9.99 

CH FLIGHTSTICK.29.99 

CH FLIGHTSTICK PRO .59.99 

CH Gamecard 3 Auto.29.99 

CH Pro Pedals.79.99 

CH Virtual Pilot .64.99 

CH Virtual Pilot Pro.79.99 

Disk Box (40 Capacity) .4.99. 

Disk Box (100 Capacity).7.99 

Freewheel Analog Steering Wheel.27.99 

FreeFlight Analog Throttle.15.99 

Gravis Analog Joystick.29.99 

GRAVIS ANALOG PRO JOYSTICK.39.99 

Gravis Dual Eliminator PC Gameport.24.99 

Gravis PC Gamepad.19.99 

Gravis Phoenix Flight/Weapon Control .99.99 

Gravis Ultrasound v3.7.119.99 

Gravis Ultrasound Max .169.99 

Joystick Extension Cable.7.99 

Keyboard Extension Cable.4.99 

Logic 3 Tornado-JT251 (Analog).12.99 

Logic 3 Delta-Ray-JT256 (Digital) .12.99 

Mains Extension Lead/Coupler.3.99 

Mains Lead Moulded.3.99 

Microsoft IP-Serial/PS2 Mouse .44.99 

Microsoft Home Mouse -r Pack.27.99 

Microsoft Natural Keyboard .79.99 

Monitor VGA/SVGA Ext Cable.4.99 

Mouse Extension Cable.4.99 

Mousehouse.1.99 

Mousemat.1.99 

MT Speakers 2x5 watt-SBC600 .19.99 

Panasonic CR562 Kit.129.99 

Panasonic CR562 Pro.139.99 

Quickjoy Optix Switchable - An/Dig .29.99 

Quickjoy Raider-SV206 (An).9.99 

Quickjoy Propad-SV230 .10.99 

Quickjoy Fighter M5-SV201.13.99 

Quickjoy Topstar-SV227 (Dig).17.99 

Quickjoy Commander-SV207.16.99 

Saitek Megagrip 3-MX230 (An).12.99 

Saitek Megagrip 7-MX732 (An).13.99 

Saitek Megagrip 8-MX734 (Dig) .14.99 

Screenbeat 3 Speakers - SB203.12.99 

Screenbeat 4 Speakers - SB204.11.99 

Screenbeat 5 Speakers - SB205.11.99 

Screenbeat Pro 50 Speakers - SB250 .32.99 

Screenbeat Mains Adaptor .7.99 

SS-50 Speakers (8W RMS Built In).34.99 

Soundblaster CD Multimedia Office.519.99 

Soundblaster CDROM Upgrade .119.99 

Soundblaster Gameblaster CD16 .299.99 

Soundblaster v2 Value SB-0100 . 39.99 

Soundblaster Pro Value SB-1600 .69.99 

Soundblaster 16 Value SB-2770 .89.99 

Soundblaster 16 SCSI -2 Value .149.99 

SOUNDBLASTER 32 AWE.239.99 

Suncom Dual Joystick Adaptor.6.99 

SUNCOM FX2000 (ANALOG) .19.99 

Suncom G-Force Yoke.49.99 


EDUCATIONAL 


10 out of 10 Dinosaurs. 18.99 

10 out of 10 Driving Test . 18.99 

10 out of 10 Early Essentials 3-7. 18.99 

10 out of 10 English (6-16). 18.99 

10 out of 10 French (8-19). 18.99 

10 out of 10 Junior Essentials 5-11. . 

10 out of 10 Maths - Algebra 6-16 .. 18.99 
10 out of 10 Maths - Number 6-1)... 18.99 

Add & Subtract (4-8 Years). 9.99 

ADI GCSE Maths, Eng or French .... 22.99 

ADI Reading 4-5 or 6-7. 17.99 

Animal Alphabet. . 

Berlitz Think & Talk French. . 

Berlitz Think & Talk German. . 

Berlitz Think & Talk Italian. . 

Berlitz Think & Talk Spanish. . 

Better Maths (12-16 Years). 13.99 

Better Spelling (8-r Years). 13.99 

Biology (12-16 Years). 13.99 

Butterflies of the World. . 

Cave Maze (8-13 Years). 10.99 

Chemistry (12-16 Years). 13.99 

Cute & Cuddlies. . 

Creepy Crawlies. 22.99 

Dictionary of the Living World. . 

Dinosaurs (MDI). . 

DK Encyclopedia of Nature. . 

DK Encyclopedia of Science. . 

DK Incr Cross-Sections. . 

DK History of the World. . 

DK My First Incr Amazing Diet. . 

DK P.B. Bears Birthday Party. . 

DK The Ultimate Human Body. . 

DKThe Way Things Work. -- 

DK Ultimate Sex Disc. . 

DK World Reference Atlas. . 

Family Doctor 3rd Edition. . 

Flying Fingers. 22.99 

Fraction Goblins (8-13 Years). 10.99 

Fun School 2-6 or 6-8 or 8+. 8.99 

Fun School 4 -5 or 5-7 or 7+. 16.99 

Fun School 5 In Dreamland (4-7).... 19.99 

Fun School 5 In Space (6-7). 19.99 

Fun School 5 In Time (8-11). 19.99 

Fun School Science & Ecology. 19.99 

Grolier Encyclopaedia (OEM). . 

Hutchinson Multimedia Enc. . 

ITN World News 92 -r 93. . 

Junior Typist. 13.99 

KidPix. 12.99 

Learn English - Asterix & Son 1 or 2 . 

Learn English - Asterix & Secret Weapon . 

Learn French with Asterix & Son 1 or 2- 

Learn Spanish with Asterix & Son . - 

Learn to do DTP. . 

Macmillan's Diet for Children. . 

Maths in a Nutshell. 9.99 

Magic Maths (4-8 Years). 13.99 

Maths Dragons (5-12 Years). 10.99 

Maths Mania (8-12 Years). 13.99 

M Beacon Teaches Typing - Kids ... 22.99 

MS Explores the Human Body. . 

MS Explores the Solar System. . 

Noddy's Big Adv or Playtime 3-7.... 19.99 

One Tribe (Windows). . 

One World (Windows). 

Our Solar System. 

Physics (12 16 Years). 13.99 

Picture Fractions (7-10 Years). 10.99 

Prescription Drugs Guide. . 

Prof Looks at Words (4-9 Yrs). 9.99 

Prof Makes Sentences (4-9 Yrs). 9.99 

Reading Rainbow. . 

Reasoning With Trolls (5-12 Yrs).... 10.99 

Syracuse Lang Sys Spanish (4-9)... - 

Syracuse Lang Sys English (4-9).... . 

Syracuse Lang Sys French (4-9). . 


3.5" Blank Discs 


TDK Precision Unbranded 
Low High Low High Low High 
5.99 6.99 3.99 5.99 3.50 4.99 

11.50 13.50 7.50 11.50 6.50 9.50 

27.50 32.50 17.50 27.50 16.25 22.50 

52.50 62.50 32.50 52.50 29.99 42.50 


BUSINESS ETC 


Accent Express. 29.99 

Accent Special Edition. 89.99 

Accent Professional vl.1.. 189.99 

Access v2.0. 289.99 

After Dark v3.0. 26.99 


G065 Duke Edit.1.25 

G066EgaTrek.1.25 

G067 Ai r Traffle Controller.1.25 

G068 Word Puzzle Solves .1.25 

G069 Tubes.125 

G070 Rescue Roves .1.25 

G071 Heartlight.1.25 

I G073 Firm Favourite.1.25 

I G075 Missile.1-25 

G076 Line Wars 2 .1.25 

G077 Fleet Street Soccer.2.50 

G078 Skunny Karts.2.50 

G079The Multi-dimensional Thief.2.50 

G080 Patience 10 .125 

G081 Nethack .125 

G083 Eggy.125 

G084Xatax.1.25 

G085 Highway Hunter .1.25 

''“6lnSi -- 


G086 In Search Of Dr Riptide... 


...1.25 


Borland Turbo C-r-r v3 (DOS). 59.99 

Borland Quattro Pro v5 (DOS). 45.99 

Borland Sidekick for Windows. 36.99 

CLEANSWEEP. 34.99 - 

CompuServe Information Manager 19.99 . 

Contemporary Uninstaller v2. 39.99 . 

Coral Draw 3. 84.99 59.99 

Coral Draw 4. 139.99109.99 

Coral Draw 5. 449.99 . 

Coral Flow. 59.99 . 

Corel Paint 5-i-. . 59.99 

Corel Ventura 4-5 Upgrade. . 79.99 

Delrina Winfax Pro v4.0. 75.99 . 

Dr Fonts (Windows). 9.99 

Dr Graphics (Windows). 9.99 

Freeway Accounts Master Coll. 59.99 . 

GST First Press. 22.99 . 

GST First Design. 35.99 . 

Instant Accounting. 89.99 . 

Intuit Quick Tax Return'95. 35.99 -. 

Intuit Quickbooks v2.0 for Windows 119.99 . 

Intuit Quicken for DOS v6.0. 39.99 . 

Intuit Quicken for Windows v4.0 .... 35.99 . 

Intuit Quicken Delux Home Pack WIN59.99 . 

Intuit Quicken Delux Business Pack 59.99 - 

Key CAD Complete (DOS). 29.99 - 

Key CAD Complete (WIN). 29.99 29.99 

Key Calender Plus (WIN). 29.99 . 

Key Clip Art (WIN). 13.99 

Key Clipmaster (DOS). 29.99 . 

" r Colour Clip Art (WIN). . 29.9: 


_..9 Descent .2.50 

G090 Spectrum Emulator.2.50 

G091 Gamma Wing .2.50 

G092 Mvp Bridge .1.25 

G093 Christmas Lemmings.1.25 

G094 Catacomb Abyss 3d .1.25 

G095 CdMan.1.25 

G096 Galacta.1.25 

G097 Desert Storm Command .1.25 

G098 Nightmare 3d .2.50 

G099 Corridor 7.1.25 

G100 Stalker.125 

G101 Zentsis.1.25 


G102 Monopoly . 


1.25 

G103 Nyet3-Revenge Of The Mutant Stones .,1.25 
DOOM WAD FILES 

D002 Abyss.1.25 

D004 Ant hill .1.25 

D005 Arsenal.1.25 


D008 Batman.1.25 

D009 Best.1.25 

D010 Beware.1.25 

D011 Bigbro.1.25 

D012Bite It .1.25 

D013 Bunny 3D.1.25 


D016 Cavern .1.25 

D017 Chase 
D018 Chess 


29.9! 


- - 34.9! 


18.99 

18.99 

18.99 

18.99 

18.99 

18.99 


22.99 

99.99 
99.99 
99.99 
99.99 


22.99. 

30.99 

29.99 


Key Colour Clip Art (WIN) 

Key Colour Photo Pro (WIN) 

Key Database Plus (WIN). 29.£ 

Key Draw Plus (WIN). 29.99 

Key Draw Plus (DOS). 39.99 

Key Form Designer Plus (DOS or WIN)29.99 

Key Optimiser Plus (WIN). 29.99 

Key OrgChart (WIN). 29.99 

Key Photos (WIN). . 

Key Project Manager (WIN). 29.99 

Key Translator (WIN). 29.99 

Landmark Datasafe. 49.99 

Landmark Uninstall-lt. 34.99 

Landmark Winprobe. 49.99 

Landmark Triple Pack. 119.99 

Lotus Organiser. 109. 

MS Creative Writer . 

MS Word. 279.99 

MS Works for Windows v3.0. 119.99 - 

MS DOS V6.22 (Upgrade). 49.99 . 

MS Money for Windows v3.0. 34.99 . 

MS Office Professional. 549.99549.99 

MS Publisher v2.0. 79.99 79.99 

MS Windows v3.11. 79.99 . 

0/S2 Warp v3.0 . 69.99 64.99 

PFS First Choice (DOS). 32.99 . 

PFS First Publisher (DOS or Win).. 25.99 . 

PFS Publisher for Windows. 25.99 . 

PFS Window Works (DOS or Win).. 32.99 32.99 

PFS Window Works-r (Win). 49.99 - 

Sage - Instant Accounting. 119.99 . 

Sage - Instant Payroll (Win). 89.99 . 

Sage - Sterling Payroll (Dos or Win) 189.99 . 

Sage - Sterling Bookeeper v7.0 (Dos) 75.99 . 

Sage - Sterling Bookeeper (Win).... 115.99 . 

Sage - Sterling Accountant v7 (Dos) 229.99 - 

Sage - Sterling Accountant (Win)... 259.99 - 

Serif Page Plus v3.0 (Windows). 49.99 - 

Softkey Labels Unlimited (Dos or Win)32.99 . 

Softkey MPC Wizard 2.0 (Win). . 9.99 

Softkey MPC Wizard 3.0 (Win). . 13.99 

Softkey PC Paintbrush for Windows. 25.99 - 

Softkey PC Paintbrush 5-r (DOS).... 25.99 . 

Softkey PC Paintbrush Clip Art Platinum.13.99 

Softkey PC Paintbrush Photo Library . 25.99 

Softkey Photofinish 3.0 (Windows) 42.99 42.99 

Softkey Ultrafax (Windows). 22.99 . 

TAS Books 1 (Single User). 99.99 . 

TAS Books 2 (Single User). 549.99 .. 

TAS Payroll (Single User). 99.99 . 

Turbocad v2.0 (Windows). 75.99 - 

Video Director v2 (Windows). 89.99 - 

Visiov3.0. 109.99 . 

Visio v3.0 (Windows). 115.99 .. 

Visual Basic Pro. 249.99 . 

WordPerfect Infocentral. 59.99 . 

Wordstar Laptop Collection. 29.99 - 

Wordstar for Windows v2.0. 35.99 35.99 


PD & Shareware 


D026 Dead Base .1.25 

D027 Deadly .1.25 

D028 Dead Zone.1.25 

D029 Death .1.25 

D030 Death Star .1.25 

D031 Death Trap.1.25 

D032 Death Walk.1.25 

D033 Devil..'..1.25 

D034 Die Fast .1.25 

D035 Die Hard.1.25 

UTILITIES 

U001 Automenu.1.25 

U002 Powermenu.1.25 

U003 Bakers Dozen.1.25 

U004 Screen Saves .1.25 

U005 Menu Utilities.1.25 

U006 Disk Spool 2.1.25 

U007 Flexibak.1.25 

U008EZ Copy 3.1.25 

U009 Expel - Virus Control.1.25 

U010 Still River Shell (DOS Enhancer).1.25 

U011 Power Batch .1.25 

U012 Printes Setup Utility.1.25 

U013 Diskette Labeller.2.50 

U014AS Easy As V5.5.1.25 

U015 Pc File 7.2.50 

U016Easy Base V1.2 .1.25 

U017File Express V5.1.1.25 

U018 625 Business Letters.1.25 

U019 Noyes Simple Accounts V3.0.1.25 

U020 Phantom Screen Blanker.1.25 

U021 Magic Desk .1.25 

U022 The Movies Database.1.25 

U023 Macafee's Anti Virus Tools .1.25 

U024 Easy Menu.1.25 

U025 Quick Menu lii.1.25 

U026 Recipes For Edna's Cookbook.2.50 

U027 Edna's Cookbook .1.25 

U028 Organise Your Recosds, Tapes & Cds....1.25 

U029 Screen Thief .1.25 

U030 Infotree.1.25 

U031 M.v.s.p.1.25 

U032 Type Designer.1.25 

U033 Easyfold 


G002 Lamers... 


39.99 
J2.99 

44.99 

12.99 


19.99 

19.99 

19.99 

19.99 

22.99 

36.99 

29.99 


32.99 

32.99 

32.99 

32.99 

29.99 

15.99 


.1.25 

G003 Desert Raid .1.25 

G004 Electro Body .1.25 

G005 Bio-menace.1.25 

G006 Jetpack.1.25 

G007 Commander Keen 4, Goodbye Galaxy .1.25 
G008 Commander Keen 1, Inv of Vorticons ..1.25 

G009 Wolfen Stein 3d.1.25 

G010 Wolfen Stein Extras .1.25 

G011 HoosierCity.1.25 

G012 Space Flight Simulator.1.25 

G013 Secret Agent.1.25 

G015 Overkill.1.25 

G016 Classic Pinball.1.25 

G017Melt Down.1.25 

G018 Sapid Response .1.25 

G019 Dark Ages 1, "Prince Of Destiny".1.25 

G020 Llamtron .1.25 

G021 Last Half Of Darkness.‘....1.25 

G022 Global Warfare .1.25 

G023 Duke Nukem 2 (3 Disks).3.75 

G024 Reduke (Duke Nukem Data Disk) .1.25 

G025 Morkin2.1.25 

G026 Hugo's House Of Horrors.1.25 

G027 Hugo 2, Who Dunn It .1.25 

G028 Ford Simulator 2.1.25 

G029 Ford Simulator 3.1.25 

G030 Ken's Labyrinth.1.25 

G031 Zone 66 .1.25 

G032 Gate World .1.25 

G033 Cyber Chess.1.25 

G034 Keen Dreams.1.25 

G035 Keen 6 .1.25 

G036Sky Roads .1.25 

G037 Jazz Jack Rabbit.1.25. 

G038 Brix.1.25 

G039 Mutant Space Bats.1,25 

G040 Ramei Fox.1.25 

G041 Psionics.1.25 

G042 One Must Fall.2.50 

G043 Raptos .2.50 

G044 Wacky Wheels.2.50 

G046 Doom Extras.1.25 

G047 World Cup Cricket.1.25 


22.99 G050 Armies Of Steel .1.25 


U036 Diskclone.1.25 

U037 Configuration Control Package.1.25 

U038 0s/2Warp .1.25 

U039 File Compressor .1.25 

U040 Brothes Keeper V5.1.2.50 

GRAPHICS 

GR001 Dinosaurs Colour Pcx Files.1.25 

GR002 Cartoon Colour Pcx Files.1.25 

GR003 Neopaint V2.2.1.25 

GR004 Neopaint Fonts 1 .1.25 

GR005 Neopaint Fonts 2 .1.25 

GR006 Science Fiction Colour Pcx Files.1.25 

GR007 Famous People Colour Pcx Files.1.25 

GR008DmosfV1.1.2.1.25 

GR009 Aviation Cars & Space Col Pcx Files....1.25 

GR010 Star Trek & Star Wars C Pcx Files.1.25 

GR011 Pads-pcb.2.50 

GR012 Protocad .1.25 

GR013 Graphics Workshop.1.25 

GR014 Graphic Workshop For Windows.1.25 

GR015 Envision Publishes V2.0.1.25 

GR016 Moray For Povray.1.25 

GR017 Gammcad.1.25 

GR018 Horse Form Light .1.25 

OVER 18'S 

X001 Pinups 2.1.25 

X002 Corporate Scumbags .1.25 

X003 Adult Games 2.1.25 

X004 Astrotit.1.25 

X005 Xxx Printmaster Graphics .1.25 

X006 Strip Black Jack.1.25 

X008 Naughty Nips 1.2.50 

X009 Naughty Nips 2.2.50 

X010 Naughty Nips 3.3.75 

X011 Naughty Nips 4.3.75 

X012 Naughty Nips 5.2.50 

X013 Naughty Nips 6.2.50 

X014 Naughty Nips 7.9.99 

X015 Naughty Nips 8.9:99 

X016 Naughty Nips 9.9.99 

X017 Naughty Nips 10.9.99 

X018 Naughty Nips 11.9.99 

X019 Easy Access 1.9.99 

X020 Easy Access 2.9.99 

X021 Easy Access 3.9.99 

X022 Easy Access 4.9.99 

X023 Easy Access 5.9.99 

X024 Easy Access 6.9.99 

X025 Easy Access 7.9.99 

X026 Easy Access 8.9.99 

X027 Easy Access 9.3.75 

X028 Easy Access 10.3.75 

X029 Easy Access 11.3.75 

X030 Easy Access 12.3.75 

X031 Easy Access 13.3.75 

X032 Easy Access 14.3.75 

X033 Easy Access 15.3.75 

X034 Easy Access 16.3.75 

X035 Easy Access 17.3.75 

X036 Easy Access 18.3.75 

X037 Easy Access 19.2.50 

X038 Easy Access 20.2.50 

X039 Easy Access 21.2.50 


























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































R€vi€W€d On CD 

Air Havoc 

Arc Of Doom 

The Daedalus Encounter 

Flight Unlimited 

Front Lines 

Full Throttle 

Great Naval Battles III 

High Seas Trader 

Pyrotechnica 

Slipstream 5000 

Super SF II Turbo 

Virtue Chess 

Warriors 


TriMark 

SunStar 

Virgin 

Virgin 

Impressions 

LucasArts 

SSI 

Impressions 

Psygnosis 

Gremlin 

GameTek 

Titus 

Mindscape 


R€viEW€d On Disk 




Alien Breed: Tower Assault 

Team 17 

60 


Dominus 

US Gold 

61 


Manchester Utd: The Double 

Krisalis 

60 


Sim Tower 

Maxis 

56 


.Ultimate Soccer Manager 

Impressions 

58 



HOW we DO WHAT WC DO... 

Everyone at PC GAMES is a complete gaming nut. That’s why we know exactly 
what you want to see in a game review (or so we like to think). 

So what do you get? 

Well, you get all the info you need and no waffling — we get straight to the point. 
On top of that you get loads of big screenshots of the game in action, along with 
maps and diagrams helpfully illustrating any major gameplay features — after all 
a picture, as they say, speaks a thousand words. 

Then we compare the big games with another of similar type in the ‘It’s A Bit 
Like...* panel. Typically this will be the best game in its genre so you’ll probably 
be pretty familiar with it, thus giving you a handy point of reference. 

The whole PC GAMES team plays every game reviewed and, although only one 
person’s name appears on each review, the criticisms and Overall mark reflect 
all of our combined opinions, hopefully giving you a balanced view. Should any 
team member disagree violently with the rest, his comments will appear in a 
special box in the review. 


Finally, we have the essential score panel... 


All the guff you need to know about who 
publishes the game, who developed it, its 
price and when it’s due to be released. 

You even get a contact *phone number to 
\ ^all if you want more info. _ ^ 

Details the minimum machine specifica¬ 
tion as recommended by the software 
company, along with how much valuable 
hard disk space it takes up and what 
\ ^ptional peripherals it’ll recognise. ^ 

e game’s good and bad points, which 
are basically a concise summary of the 
X ^riticisms made in the main review. 

^he Overall Score. We don’t see any poinT^ 
in ratings for playability and all that other 
stuff — you get one mark to sum every- 
V^hing up and that’s it._ ^ 



50MHz 486. VGA, 8Mb RAM, 20Mb of 
hard disk space, double-speed CD- 
ROM drive and joystick. 



The coveted PC GAMES STAR 
is awarded to any game scor¬ 
ing 90 % or over, indicating that 
the game in question is an 
essential addition to any game- 
splayer's software collection. 


ALSO SUPPORTS 


Mouse; SVGA; almost every major 
soundcard. 


THE GOOD... 

* At last — an ‘interactive movie’ that 
actually looks like a movie. 

b The dogfighting is tense, exciting 
and looks fabulous. 

* Intriguing plot that keep you 
hooked from the start. 

* Superb SVGA graphics and excel¬ 
lent sound. 

...AND THE BAD 

« Needs a monster PC to run at any¬ 
thing near a playable speed. 

« The missions lack depth and variety. 


92% 











































Alex Simmons is 


renowned for dating 


mega-babes, so to him 


Tia Carrere is just 


another wannabe who 


happens to star in 


For The Daedalus Encounter, \ 
developers Mechadeus were keen T 
to have a named actress assume ( 
the lead role of Ari. After arduous ^ 
auditioning and countless screen- 
tests the gorgeous Tia Carrere finally 
got the part. Famous for her role as 
Mike Myer’s babe-licious girlfriend 
in Wayne’s World, Carrere has also 
starred alongside beefcake Arnold 
Schwarzenegger in the blockbusting 
spectacular True Lies, so she’s no 
stranger to working on multi-million 
dollar movies. 

So why on Earth did she decide to 
take a role in a computer game of all 
things? Speaking on set during the 
filming of The Daedalus Encounter, 
Carrere answers: 


I read the scripts, 1 
enjoyed the character first of all, and it 
was exciting and different. Blade Runner 
is one of my all-time favourite films and I 
like stuff like Aliens and T2 


1 guess I’m just I 

a gizmo-phile!” I 

This is a good thing, because Mechadeus’ extravagant interactive movie is set in the hi- V ^ 
tech 22nd Century where man fights alien in the depths of space. It’s a cross between Ridley a 

Scott’s hyper-tense Alien and James Cameron’s more gung-ho sequel, as Ari and Zack 
(played by Christian Bocher) desperately try to avoid burning death when their ship plum- \ 
mets Into a nearby sun. ^ 

“I’m the head of the ship’’, explains Carrere, “and my cohort Zack, he, ya know, needs my direc- A 
tion through space and to keep him alive [laughs].’’ When asked about his character, Bocher ^ 
replies: “I wanted my character to be a sort of Han Solo meets Bill Paxton [Hudson] in Aliens — kind \ 
of an idiot, kinda brave.’’ The pair work well together, their bantering arguments much akin to Maddy \ 
and David’s love/hate relationship in TV’s Moonlighting. I 

As you can probably imagine, working on a computer game is totally different to shooting a movie. \ 
For starters, you don’t actually perform on a set, as Tia reveals: “If you look behind me [points to blue \ 
screen] you’ll notice nothing but blue — blue screens for days and days and days. And as an actor it all / 
depends on your imagination — there’s nothing [to work with]. There are no sets, you just have blue | 
boxes, you have blue spheres...yo(j have nothing to play with so It’s totally in your head.’’ joining in, I 
Christian adds: “You have to be constantly aware of where you were, because rather than moving the ' 
camera, they [the filming crew] move us.’’ 

Both Carrere and Bocher experienced other differences between filming a game rather than a movie. | 
“The most noticeable difference is shooting four different endings to a certain sequence,’’ explains 
Carrere. “First there’s alternative one, then two, three, four and five. So on the first one you get killed, the 
next he [Zack] gets killed and so on. So as the scenario changes, you have to shoot the many different pos¬ 
sibilities for the player. We’re also moving at such a clip. I mean, we’re doing an entire movie in a matter of 
weeks, basically.’’ 

Also finding the challenge of acting in a computer game rather odd, Bocher adds: “As an actor I think / 
‘Okay, we’ve got to keep this interesting, keep it different from the last take’. But the fact Is the player \ 
will not be seeing [the various takes] all in sequence — they will only see this one or that one.’’ 

With that, Carrere and Bocher returned to their make-believe world, looking utterly ridiculous as they 
continued to shoot invisible aliens and cautiously explore spaceships that don’t really exist. Still, they 
probably get paid a hell of a lot more than you or I, so who are we to criticise? 











review 




ave you ever seen 
anything so beauti¬ 
ful, so stunning, so 
utterly perfect? No, not the bloody 
game — Tm talking about the nubile 
Tia Carrere. To quote Wayne and 
Garth, she really is a babe. From Babe- 
ylon, probably. But what the hell is 
she doing in a computer game? A-ha, it 
seems Virgin have plumped for the 
oldest trick in the book - using a 
slinky sex goddess to sell their game. 

And blimey, she is sexy. Unlike Chun 
Li or Virtual Vera, she isn’t any old pixe- 
lated pouter. No, Tia Carrere is really 
real, she exists — just not in our lives. 
Still, we can fantasise while staring as 
she struts provocatively across the 
screen. Oh, if only this was Virtual 
Reality...(Quit day-dreaming! — Dave). 

Eh? Oh, right. Back to The Daedalus 
Encounter, a game cram-packed with 
full-motion video, awesome presenta¬ 
tion and, of course, the little cutie her¬ 
self, Tia (That’s enough! — Dave). 
Actually, Daedalus isn’t a game as such, 
it’s more of an interactive movie 
(wince). By this I mean playing the 
‘game’ is more like watching a video, 
with you solving puzzles, blasting 
aliens and making decisions at key 
points to determine the outcome of the 
storyline. Agreed, this sort of thing has 
been done before — mostly with disas¬ 
trous results — but then, most other 
interactive movies haven’t been as pol¬ 
ished, as atmospheric or even as chal¬ 
lenging as Daedalus. 

Developed by Mechadeus, who 
helped pioneer the interactive movie 


with Critical Path (a game which looked 
impressive but was, shall we say, a bit 
sparse in terms of things to do), The 
Daedalus Encounter shows that the 
team have obviously learned by their 
past mistakes, as not only are the 
graphics a big improvement on Critical 
Path’s, they’ve even decided to slip in a 
little gameplay too. 

The game opens with a movie-style 
intro in which Lieutenant Ariel 
Matheson (played by Carrere), accom¬ 
panied by her co-pilot Zack (played by 
Christian Bocher) and the ship’s gun¬ 
ner, Casey (that’s you), is piloting the 
starship TAS Talon back through space 
during the final days of the First 
Interstellar War. Suddenly, the Talon is 
ambushed by Vakkar fighters that 
scream out of hyperspace and attack. 
The battle is frantic but ends abruptly, 
as one of the Vakkar ships collides with 
the Talon. While Ari and Zack manage to 
jettison free, guess whose escape pod 
is caught in the collision? 

Yep, just as luck would have it, 
you’re pod is hit by the Vakkar wreck, 
almost killing you in the crash. Two 
months later, you awake from a two 
month coma, looking very different 
indeed. What happened in the crash? 
Where are you? And where the hell are 
your arms and legs? 

It seems the crash was almost fatal, 
although the meditechs did manage to 
salvage one thing from the wreckage — 
your brain. Don’t worry too much 
though, because you’re now the proud 
owner of a brand new metal composite 
body complete with grappling arms, 
infra-red projectors and even a weapon 
to defend yourself. Sounds like a bit of 
a bum deal if you ask me, though, as a 


Uh-oh, Tia’s copped another strop with Zack. What’s the poor guy done this time? Did he miss a line? Drop 
his laser gun by accident, maybe? No, I reckon he was caught staring at Carrere low-cut top again! 


laser gun, no matter how big, is no sub¬ 
stitute for a man’s pride and joy. 

Casey’s legs have been replaced by 
a hover unit that enables him (sorry, it) 
to move, while the video camera pro¬ 
vides a means of seeing (the camera 
isn’t equipped with a zoom lens, how¬ 
ever, so don’t even think about using it 
to get a close-up of Carrere’s cleavage). 
Using a comlink, Casey can communi¬ 
cate with Ari and Zack, although ques¬ 
tions can only be answered with a sim¬ 
ple ‘Yes’ or ‘No’. 

In fact, the first ‘puzzle’ in the game 
is solved in this way. When asked if you 
can hear Ari, reply ‘No’ and the game 
ends rather prematurely. Prove that 
your system’s are on-line by answering 


‘Yes’ and you’ll go on to face progres¬ 
sively more difficult challenges 
throughout the game. 

The initial stages are extremely sim¬ 
ple to give beginners the chance to 
familiarise themselves with the game 
interface. Assuming Casey’s point of 
view, a list of commands clutter the left 
of the screen while the camera picture 
appears in the top-right of the screen. 
All the video footage and puzzles 
appear in this window, so it’s essential¬ 
ly your only link with the outside world. 

Although the screen can be kept 
small for slower 486s, the glorious FMV 
can be viewed full-screen at the press of 
a button. To keep the frame rate up 
you’ll obviously need a high spec PC, 


Ari: “It’s not moving, maybe it’s dead" These ugly little bleeders are the Krinn, rabid Run away! That’s an extremely large alien, and it Well Tia looks as though she’s having a good time. 


Zack: “I dunno. I’ll shoot it again and find out” 


beasts with an appetite for human flesh. 


looks very hungry... 


I wonder what Zack is up to? 









CUck & Play 


(Below) This is the good ship 
Daedalus, the bane of Ari’s 
life. Escape from the god¬ 
forsaken craft in time i 
or burn in hell. M 


(Above Right) Zack does ^ 
his mean Nicholas Cage 
impression. 

(Right) “Casey, will you stop 
staring at Ari’s cleavage." 


Deploy 

Although Casey is just a brain in a metal box, he 
can explore the depths of space by sliding into the 
hover probe and jettisoning out of the airlock. 


Yes/No 

This command is used to solve the first puzzle in 
the game, and is the only way of communicating 
with Ari and Zack. 


Laser 

You just can’t talk sense into some people (espe¬ 
cially aliens with large fangs), so power-up the 
laser and let rip. 


All of the game’s gorgeous video footage and tax¬ 
ing puzzle appear in this screen, although powerful 
PCs can run the FWIV full-screen. 


////A 


\\\\\ 


Send Message 

Some doors on the great ship Daedalus can only be 
opened by transmitting light messages that acti¬ 
vate the photo-reactive locks. 


Diagnostics 

Feeling under the weather? Run a check on your 
internal circuit boards by pressing this here icon, 


Grappling Arm 


It’s not easy being a brain with no arms and legs, 
but the grappling arm enables Casey to pick up and 
—^ play with anything he discovers. 


Floodlight 

“I can see clearly now, the light is on. 
here and all will be revealed. 




































And The Answer For 
10 Points Is... 


The ship’s engines are out, so re-route the 
circuits to kick in the emergency power. 


The yellow door is opened by rotating the 
shapes and making a star-centred hexagon 


but the result is absolutely gorgeous, 
the digitised footage being the best I’ve 
seen without the use of an MPEG card. 

Most of the commands available are 
fairly self-explanatory. Click on ‘Grapple 
Arm’ and your hydraulic pincers will 
extend, and likewise your portable 
flashlight will flick on if you press 
‘Flashlight’. It’s all mouse-driven and is 
therefore extremely easy to use. Casey 
also has more complex actions, like 
‘Analysis’ and ‘Diagnostics’. When acti¬ 
vated the latter runs a check on Casey’s 
internal circuits, while the former is 
used to examine other objects in 
greater detail. 

Like in most interactive movies you 
follow pre-set paths as the cinematic 
sequences unroll, so you’re pretty 
much dragged around the game. It’s not 
that linear though, as at key points you 
can change direction by making deci¬ 
sions, and there are even sections in 
which you’re completely free to explore 
your immediate environment. 

This is done by clicking on the direc¬ 
tion arrows on either side of the screen. 





and any areas of interest are highlight¬ 
ed by a change of cursor. During these 
sequences you are usually required to 
find an object or code that Ari and Zack 
cannot reach, and failing to do so in the 
set time limit ends the game. 

You’ll also expire if you take too 
long solving the puzzles, some of 
which are easy, others which are 
bloody impossible! Each of the logic 
puzzles blocks the way to the next 
stage of the game, and while you 
should have no problems understand¬ 
ing them, working out the solutions is a 
different matter entirely. 

By altering the three difficulty set¬ 
tings you can make the puzzles even 
harder, so thankfully the game has an 
on-line hint system that gives clues to 
specific sequences and the game in 
general. The hints don’t actually reveal 
the complete solution, so while they 
point you in the right direction, you still 
have to solve the puzzle yourself. 

Logic puzzles aren’t the only prob¬ 
lems you’ll face during The Daedalus 
Encounter either, and early on In the 
game a battle against attacking aliens 
will test your gun-slinging skills. You’re 
main enemy are the Krinn, piranha-like 
creatures that fly and can gnaw through 
solid metal, which have infested the 
derelict alien ship you’re exploring in 
the hope of finding salvageable valu¬ 
ables. When Ari and Zack are attacked, 
it’s up to you to aim your laser and take 
them out in a simple shoot-’em-up 
stage. There are mazes to explore and 
on-the-spot decisions to be made, oth¬ 
erwise Zack and Ari could end up as the 
Krinn’s main course. 

At first the aim of the game is 
unclear. However, after you and your 
team become spend a few minutes 
trapped on the seemingly-deserted 
alien ship, your objective becomes all 
to apparent. The alien craft is being 
dragged towards a nearby sun, pulling 
you, Zack and Ari in with It. If you don’t 
find a way to escape the ship you’ll fry, 
so the three of you set off to explore the 
vessel in the hope of finding a solution. 

The only way of surviving the game 
Is to manually over-ride the craft’s navi¬ 
gation computer, and this is done by 
collecting six orbs which are stored in 
different areas of the ship. It’s therefore 
pretty obvious that each of these zones 


must be explored, but in the order the 
game takes you. 

This is one of the few problems of 
The Daedalus Encounter. While you 
make decisions which determine the 
outcome of the game and are even free 
to explore at some points during the 
game, some sections automatically 
drag you along leaving you with no 
other choice but to sit back and watch, 
which isn’t so bad considering The 
Daedalus Encounter is a joy to look at. 

As I mentioned before, the FMV is 
some of the best I’ve seen, not only 
because of the quality of the digitised 
footage Itself but also because of the 
high standard of the acting. Both actors 
play their parts extremely well, and are 
helped along by a well constructed and 
often amusing script. The presentation 
is boosted further still by the powerful 
musical score, one which matches each 
scene perfectly and creates both a 
tense and exciting atmosphere. 

The game’s cinematic qualities are 
by far the strongest of its features, and 
like Wing Commander 3 it’s all too easy 
to become engrossed by the tense and 
often gripping story. 

But I know the question you’re all 
dying to ask — what’s it like as a game? 
Well, it isn’t really a game, so it’s diffi¬ 
cult to say. If you want a decent arcade- 
style blaster you won’t find it here, nor 
are there any meaty adventure sections 
to sink your teeth into. Instead The 
Daedalus Encounter will entertain you 
in an entirely different way, one in 
which you don’t so much interact but sit 
back and drool instead. It really Is an 
impressive game — it just won’t 
suit everyone’s taste. 


...Origin’s multi-million dollar epic. 
Wing Commander 3. It’s in space, it’s 
got a couple of (semi) famous stars in 
playing the lead roles and there’s a 
bunch blood-thirsty critters chasing 
after you. The similarities end about 
there though - WC3 Is a space sIm 
while The Daedalus Encounter is one 
of those interactive movie thangs. 


THE DAEDALUS 
ENCOUNTERS” 


Virgin/Mechadeus 


(0181) 960 2255 


£44.99 Out Now 

MINIMUM SPEC 


33MHz 486. SVGA, 8Mb RAM, CD-ROM 
drive, 4Mb of hard disk space, 
Windows 3.1 and mouse. 


ALSO SUPPORTS 


All Windows-compatible soundcards. 


THE GOOD... 

* Features some of the best FMV with¬ 
out the use of an MPEG card. 

* A gripping, often amusing script that 
is acted out superbly. 

* The awesome graphics are matched 
by a powerful, atmospheric musical score. 
^ Some of the puzzles are extremely 
challenging. 




...AND THE BAD 
ft Like most games of this type, it’s not 
all that Interactive. 

• Look at the minimum specs — forget 
a DX33, a 66MHz 486 Is more like it. 
t Some of the puzzles are perhaps too 
challenging. 


On board the Daedalus, Ari and Zack discover the whole ship is infested with flesh-eating Krinn. Within 
seconds the creatures attack, leaving you no other choice but to pick them off with your laser. 





























mpressions has a bit 
of a thing about 
making money: in 
Airbucks you started off with one 
plane and had to build up a Freddie 
Laker-style empire, while in Detroit 
you began with the one motor design 
and had Henry Ford for a role-model. 
And now comes another take on the 
old ‘rags to riches* story in the form of 
a 17th Century merchant trading game. 

To call HST a business sim may 
make it sound a bit dry, but that’s effec¬ 
tively what it is, despite the odd bout of 
piracy and combat. In fact, it’s rather 
more colourful than it’s predecessors, 
and it’s also better than the game which 
is its obvious inspiration, The Patrician. 

You start off in the usual way, with 
one ship in your European home port. 


You fill your hold with whatever’s 
cheap, then saunter off to the foreign 
clime of your choice, flog the lot for a 
healthy profit and stock up with the 
local equivalent of this week’s special 
offer. You have to pay for a crew, sol¬ 
diers and cannon to protect your vessel, 
and provisions. When hostile ships 
heave into view you’ll have to be ready 
to protect your investment, but essen¬ 
tially the name of the game is cash. 

The big improvement HST offers 
over The Patrician is charts. The world 
is divided into sectors, and before you 
can sail to them you’ll need to purchase 
a map. This furnishes you not only with 
sailing instructions but also with the 
buy/sell prices for all ports in the area. 
This does away with the most frustrat¬ 
ing part of The Patrician, namely all that 
tedious economic note-taking. 

The combat’s better in this game too 
(not that difficult), though frankly it’s 
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Before /ou sail off don’t forget to stock up with provisions. Run out of the bare essentials in mid-voyage 


and you could have a mutiny on your hands. 



This is London — not that you’d know it, because it looks just like anywhere else. Click on the various 
buildings — tavern, market, bank, etc — and you’ll be taken inside. 


Still not much good. Nor are the sailing 
around bits, and I’m not sure I see the 
point of them. Probably the designers 
are hoping to spice up what is essen¬ 
tially a game about profit-and-loss 
ledgers, but the effect is to make the 
whole thing even more long-winded. 

There is a huge amount of gameplay 
on offer here, but as your empire 
expands it does get very repetitive. The 
ultimate aims are a little fuzzy too — 
just accumulating an ever-bigger stash 
becomes boring. High Seas Trader is a 



Before you can explore the brave new world, you’ll 
need to buy charts to navigate your way around. 
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playing it, but it hasn’t got quite enough 
fluency or style to get its hooks into me. 
If you want a business/empire-building 
game. In my view the best of the lot is 
still Railroad Tycoon, even after 
all these years. 



25MHz 386, VGA, 4Mb RAM and CD- 
ROM drive. 


Sound Blaster, Ad Lib, Roland, Pro 
Audio Spectrum and Gravis UltraSound 
soundcards. 


COMMODITIES BUV/SELL 

SELL FOR 

OTV or FORT 

01 

V RBORRD 

BOV FOR 


M 

388 

OK 

0 

0 

106 

Grain 

72 

4S9 

¥ 

0 

0 

80 

i^^Ar 

108 

sm. 

0 

0 

0 

120 


120 


0\ 

0 

0 

134 


129 

4S6 



0 

144 

Cndten 

108 

2^ 



0 

120 

'Wo«( 

SS 

403 


t 

0 

73 


95 

220 

♦ 


0 

106 


95 

93 

0 


0 

106 


108 

tS9 

0 

0 

0 

120 

Sfffi 

as 

155 

♦ 

0 

0 

fiS 


¥5 

lOF 

♦ 

0 

0 

106 


Sf 

524 


<¥ 

0 

57 


2(53 

143 

0 

0 

0 

2p3 

ST 

as 

207 

0 

0 

0 

M 


Gof<{76&T 




ustnf- 4-7/300 




■MS' {HCCE Pt I OUjtCCn iujffltl 



No, this isn’t an extract from a lyt Century accounting manual, it’s actually the This is the tavern, where a lot of shady characters hang out. There are always 

point of the game. Mouse click on commodities to buy and sell. View the logs sailors and soldiers looking for hire, and sometimes there’s a potential passen- 


THE GOOD... 

% Tons of gameplay. 

# Nice 17th Century period flavour. 

...AND THE BAD 


41 Lacks sufficient variety. 
^ Not enough action. 



button at the bottom to check the prices of commodities worldwide. 


ger who’ll offer you a deal for his passage. 
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SPECIAL 

READER 

OFFER! 


DON'T BE A MORTAL WEAW 

- Get the Official Mortal Kombat 2 Players Guide 
and never be beaten again! 

For a meagre £4.00 (inc PftP), you can gain pos¬ 
session of this hand-crafted tome, carved from 
solid paper, colourised by the purest mountain 
ink, revealing to YOU the ancient fighting 
secrets of Mortal Kombat II! 

The definitive Official Mortal Kombat 2 Player's 
Guide: 156 pages covering Mega Drive, SNES, 
Game Gear, and Game Boy formats. 


Please send me a copy of Mortal Kombat 2 
players guide. I enclose a cheque/postal 

order for the value of £_made 

payable to Emap Images Ltd. 

Source Code : BK1C 


POSTCODE: 
TEL NO. 


To get your copy of Mortal Kombat 2 Official Players 
Guide fill in the form and send with payment to Mortal 
Kombat 2 Reader Offer. Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harbour, 
Leicester LEI6 9EF 


To get your copy of Mortal Kombat 2 Official Players Guide fill in the form and send 
with payment to Mortal Kombat 2 Reader Offer, Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harbour, Leicester LEI6 9EF 




yrotechnica is a 
freaky game. It*s as 
straightforward as 
Doom and is akin in many ways to 
Descent, but the similarities end there. 
Imagine flying through Cyberspace 
after a heavy night guzzling super¬ 
strength lager down the pub, dogfight¬ 
ing neon-lit enemy fighters inside 
kaleidoscope-coloured corridors that 
branch off in every direction. This is 
about as close as you’ll get to the 
excellent Pyrotechnica. 

Even the storyline is weird — some 
bizarre guff about a do-or-die mission 
against a mysterious enemy called the 
Adherents — but who needs to know 
what the game is about as long as it’s 
good, right? 1 guess so, because I think 
Pyrotechnica is immensely enjoyable — 
even though I still don’t exactly know 
why the hell 1 was flying along brightly- 
patterned corridors in a tiny spaceship 
called the Pyrodactyl. 

So while the story behind the game 
is fairly irrelevant, the mission objec¬ 
tives aren’t. Like Descent, there are 
specific goals that must be achieved to 
progress through the game. True, many 
of these are completed by flying mani- 
cally with laser cannons on auto-fire, 
but at least there’s some structure to 
the gameplay. 

The basic aim of the game is to sur¬ 
vive the Adherent onslaught, evading 
their missile defence systems and elim¬ 
inating the enemy craft that patrol the 
corridors. Controlling the Pyrodactyl 
using a combination of joystick and 
keyboard commands, the ship is 
equipped with the usual array of cock¬ 
pit instruments, including a short-range 


scanner and various control panels that 
detail the status of your weapon sys¬ 
tems and so on. 

Speaking of weapons, the 
Pyrodactyl is kitted out with the latest 
military hardware, and boasts three dif¬ 
ferent laser cannons as well as a selec¬ 
tion of rockets, grenades, mines and 
missiles! The fire-and-forget missiles 
home in on their target, making them 
the most effective weapon in your arse¬ 
nal. They’re in short supply though, so 
you’ll have to rely on the rechargeable 
laser cannons for most of the game. 

The light laser is relatively weak but 
is economical in terms of draining your 
engines, while the heavy laser is the 
exact opposite — power-hungry but 
extremely powerful. The cannon is a 
happy medium of the two, it’s rapid-fir¬ 
ing capabilities making it an excellent 
choice for dogfighting the Adherents. 

Even though your ship is ably 
equipped to do battle with the all-pow¬ 


erful, its weapon line-up is still pathetic 
in comparison to the Adherent ord¬ 
nance you’ll face throughout the game. 
They too have high-powered lasers and 
homing missiles, launched from turrets 
that line the corridors. The fragile 
Pyrodactyl can only sustain a few direct 
hits from these gun installations, so 
you’ll have to keep moving to survive 
more than a few minutes. 

The ship also equipped with a cou¬ 
ple of defence counter-measures, like 
flares to attract incoming infra-red mis¬ 
siles and chaff that should hopefully 
prevent enemy radar-guided rockets 
from striking home. Again, these are in 
strictly limited supply, so only use them 
in dire emergencies. 

The Pyrodactyl’s weapons systems 
can be boosted during the game by fly¬ 
ing through coloured portals. Heavily 
guarded by Adherent defence installa¬ 
tions, the red portal increases the 
ship’s weapons’ rate-of-fire by five and 


set, Alex Simmons 
entered Cyberspace 
for Psygnosis’ far-out 
blast-*em-up. 



As you can see, the levels get more complex as the 
game progress, although visually little changes. 


drastically reduces the recharge time, 
while the green portals boost shield 
strength and also replace any weapon 
systems that have been previously lost 
in combat. Finally there’s the blue por¬ 
tal which, while not directly affecting 
your ship in any way, multiplies your 
score by five. Unfortunately these por¬ 
tals can only be used once each and 
their effects only last for a few seconds. 

Manage to survive the initial 
Adherent attacks and the secondary 
objectives of each mission will become 
apparent — rescue the fellow Terran 
pilots who have been captured and are 
encapsulated inside powerful force- 
fields. Destroying the field generator 
releases the wingmen, who then join 
you in your battle against the 
Adherents. Up to four wingmen will 
accompany you at any one time, staying 
by your side through thick and thin. 

To complete a level you must first 
find the exit, the location of which is 




When the Pyrodactyl is destroyed you have the opportunity to continue the battle in the escape pod. The Flares prove invaluable when engaging missile-firing defence turrets as they draw fire away from the 

pod is agile but poorly armoured, and is equipped with lasers but doesn’t carry missiles or rockets. Pyrodactyl. Chaff is also available, but is only effective against radar-guided missiles. 






































Thank-you For Flying Pyrotechnica 


Map 




“On your right you’ll see dazzling display of bright neon lights, while 
to the front is one of the scarce red portal. When our pilot flies 
through the circle notice the substantial increase in firepower.” 


“...Please feel free to view the onboard computer at any time. This 
details our current location In the Red Star complex, as well as any 
landmarks and areas of interest.” 


“Welcome to Pyrotechnica Airways. Today we will be flying In a 
Pyrodactyl-class light fighter, our journey taking us into Silicon 
Valley and on to our destination, Cyberspace...” 


“Ladies and gentlemen, if you would please be kind enough to extIn- ■ 
quish your cigarettes and fasten all seatbelts, we have now located 
the power generator and are about to make the final approach...” 


“At the moment we are experiencing a little turbulence, but please 
remain in your seats and stay calm. This should die down when the 
forcefield generator finally explodes.” 


“Please stay seated until the bonus balls have been wiped out. The 
ship will shortly be arriving at our destination. We hope you’ve had a 
pleasant journey and would like to thank you for flying Pyrotechnica.” 


detailed on the in-game map. Rather 
than mapping out your location in 3D 
like Descent, the map is a flat represen¬ 
tation of the Adherent installation and 
is therefore quite difficult to follow. 
Descent’s excellent automap facility is 
much easier to use, and in my opinion 
would have made the task of negotiat¬ 
ing the complex maze-like tunnels 
much less stressful. 

Once the exit has been found, the 
forcefield protecting the tunnel must be 
destroyed, again by concentrating fire 
on the generator. With the generator 
destroyed and the forcefield lowered, 
the level is completed simply by flying 
down the exit. Bonus points are award¬ 
ed depending on your performance, 


taking into account the devastation 
caused on the Adherent army and the 
number of wingmen rescued. 

The exit leads to a bonus stage, a 
long tunnel filled with coloured orbs 
which split when shot. Points are 
notched up by shooting the balls, and 
also for completing the bonus run and 
entering the next stage, of which there 
are loads. The levels throughout the 
entire game look fairly similar to the 
next, consisting of dark chambers high¬ 
lighted by bright lights and patterns on 
the walls. 

Surprisingly these graphics work 
extremely well, and are a welcome 
change from the common texture- 
mapped graphics of Descent et al. 


What’s more, because the graphics 
aren’t that complex, Pyrotechnica 
moves fairly smoothly on lower spec 
machines too, so you won’t need a top- 
end Pentium for the game to run per¬ 
fectly — a decent 33MHz 486 should 
easily suffice. 

As well as being tremendously 
enjoyable to play, Pyrotechnica is also 
refreshingly unique. While it may have 
borrowed a few ideas from Descent, it is 
different enough to ensure it’s more 
than just a substandard clone. It’s an 
exhilarating blast that is both extreme¬ 
ly challenging and amazingly addictive, 
and while it’s not the most complex of 



...Interplay’s Descent, the twisting, 
turning Doom-alike classic that added 
another dimension to the sea of 3D 
blasters that swamped the PC. Set in 
sprawling underground mining com¬ 
plexes, Descent combines gripping 
gameplay with slick texture-mapped 
graphics, although you’ll needs a 
decent machine (66MHz DX2) to get 
things running smoothly. 




In all honesty, the cutscenes in Pyrotechnica aren’t particularly impressive, and as you can probably see 
they’re particularly grainy. Still, the gameplay is top-notch... 


games (but then again, neither was 
Doom), if you want a classy shoot-’em- 
up to pass a few hours, you could 
do a lot worst than Pyrotechnica. V®/ 


PYROTECHNICA*^ 


P SYGNOSIS/lN HOUSE 

(0151) 707 2333 
£ 39.99 Out No w 

MINIMUM SPEC 


33MHz 486, VGA, 4Mb RAM, CD-ROM 
drive and 25Mb of hard disk space. 


ALSO SUPPORTS 


joystick; Sound Blaster, Ad Lib, Roland 
and Gravid UltraSound soundcards. 


THE GOOD... 

# Offers a challenging, frantic blast. 

^ Looks refreshingly different from the 
usual 3D shoot-’em-ups. 

^ Simple, yet very addictive. 

...AND THE BAD 

Ot I suppose some would say 
Pyrotechnica looks a bit bland. 
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David Upchurch, 


SimCity-building vet, 


tries his hand at 


Maxis* ‘SimCity meets 


Reach For The Sky*... 




The first thing your tower needs is a lobby. You can 
make this as wide as you like, but to start with 
choose a manageable size so that you can build on 
top of it without spending too much money. 


Putting leisure facilities near the lobby means that 
people from outside can reach them easily. Since 
fast food outlets are the only thing currently avail¬ 
able, a storey of takeaways is called for. 


Pull the lift up one more storey with the finger icon, 
and you have an excellent base for a floor of 
offices. You want to get the population up as quick¬ 
ly as possible to move on to the next star rating. 


Now you have to give the Sims a way to reach their 
grub. You can place lifts over the top of the lobby 
and your shops; they are notionally in front of them 
rather than going straight through the middle. 






the isometric-3D layout of SimCity, and 
the graphics are noticeably different, 
although still marvels of miniaturisation. 

(2) Your tower is rated from one to 
five stars; the more stars you have, the 
more sophisticated the facilities avail¬ 
able to build. You start off with a measly 
single star, which means you can build 
your tower’s lobby — the essential 
starting off point — and add some fast 
food outlets and some condominiums, 
or apartments, and offices. 

Once you have 300 inhabitants you 
move up to two stars, and add some 
hotel rooms with housekeeping facili¬ 
ties, and a security centre complete 
with men in uniform. One thousand 
Sims and you get three stars. 


Restaurants, shops, lavish hotel suites, 
pubs, a medical centre, an express ele¬ 
vator which only stops once every 15 
floors, a cinema, function room, recy¬ 
cling centre and underground car park¬ 
ing are all yours once you have three 
stars. At four stars, you can build a 
metro station for your tower and with 
five stars you can top out the roof with 
a cathedral dome, so long as you have 
your full complement of 99 floors. 

(3) Your Sims are real people! Every 
single one of your inhabitants is ani¬ 
mated and leads a rich and rewarding 
life, getting up in the morning, making 
the beds, travelling to work, going to 
the shops and so onj until they go back 
to bed again. You can also spy on them 


by zooming in on a Sim that takes your 
fancy, giving them a name and then 
keeping track of their movements. Your 
named Sim will be picked out in blue 
and you can follow them around. 

(4) There’s no fiddling around with 
power plants which blow up and messy 
cables. Full and reliable connection to 
the national grid is automatic. 

(5) SimTower has weather. It rains in 
winter, and when it rains you don’t get 
so many visitors from outside the 
tower, so it affects trade in your shops 
and restaurants. 

(7) Disasters aren’t called disasters, 
but ‘events’. These include the arrival of 
a VIP to stay in one of your hotel suites. 
If the VIP complains during his visit, you 




n Maxis’s excellent 
and best-selling 
SimCity games, you 
had to create a city on a piece of 
terrain, then fill it with shops and 
restaurants and theatres and places 
for people to live. You had to make it 
profitable and also a pleasant place 
for your little Sim people to live in. In 
SimTower you have to do the same 
thing — only upwards. That’s it. Will 
this do? Thought not. 

Okay, in SimTower you are in charge 
of building and maintaining a tower 
block of up to 99 storeys and a further 
10 underground, which — rather unusu¬ 
ally, surely? — has not only offices and 
flats but also shops, cafes, hotels and 
all sorts of other things in it too. Your 
job is to build these units strategically, 
so that they attract customers, tenants 
and (eventually) lots of money. 

You also have to ensure that the 
quality of life for the people who visit 
and inhabit your tower is maintained. 
This Is measured by their stress levels: 
you can see all your Sims (Inhabitants) 
on-screen, and when they turn pink 
they’re stressed out. If they turn red, 
they’re having a full-scale panic attack. 

Most of these bouts of hysteria 
occur when they’re waiting for lifts to 
take them from one floor to another. 
Installing enough lifts and putting them 
in the right place is probably the single 
most Important factor in SimTower; if 
you can’t transport your Sims quickly and 
comfortably they’ll all walk out on you. 

So what makes SimTower different 
to SimCity? Well, a variety of things... 

(1) It doesn’t look like SimCity, for a 
kick-off. In SimTower you have a 2D cut¬ 
away view of your tower, as opposed to 


Laying The Foundations 




















































It’s a full house at the movie theatre where ‘Dino Wars’ is showing. Don’t leave the same films running for year after year, though, or the punters will stay away. First-run releases attract the best attendances. 
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Santa and his reindeer bring some seasonal good¬ 
will to the tower when they fly past at Christmas. 


won’t be able to move up to the next 
star rating until he’s returned and had a 
comfortable stay. You also need to 
make sure that you have enough house¬ 
keepers cleaning the hotel rooms, or 
else you will be overrun by cockroach¬ 
es. Other hazards are the outbreak of 
fire and a terrorist planting a bomb. 

There are also a couple of good 



Add a third floor of apartments and now your Sims 
can work, rest and play all under one roof. Once 
the conditions are attractive, you’ll find that 
they’ll move in very quickly. 


events: Santa Claus flies across every 
Christmas (though to no effect), and if 
you build below ground, you will more 
than likely unearth some buried trea¬ 
sure which will put money in the bank. 

Okay, on the other hand, what 
makes SimTower similar to SimCity? 
Again, there are several things: 

(1) You can think of the different 
types of facility (offices, shops, hotels) 
as being like zones, and you should try 
to keep each floor to just one type, else 
the Sims will complain. Noise travels 
across, apparently, if not up and down. 

(2) Money. There’s so much you 
want to do and you’ve got your tower 
layout planned just-so — now if only 
you had the cash, just as leaving 
SimCity to run on its own for a few 
hours to let the dosh pile up always 
helped things along, so in SimTower 
there are times when it’s best just to sit 
and wait, check out a few shops, follow 
a couple of Sims around and wait for 
few days or even weeks to pass before 
you splash out on a building spree. 

(3) The strategy. If you apply sound 
SimCity principles to SimTower, you 
won’t go far wrong. Start small and 
expand slowly. Only add the pricey 
things when Sims demand them. 

Although initially created outside 
Maxis by a Japanese company called 
OpenBook, SimTower is designed to 
slip easily into the Sim series. I reckon it 
won’t be long before you can swoop low 
over your Sim City into your big office 
block and find yourself in SimTower. 

There are several good points about 
this: firstly, there was nothing much 
wrong with SimCity in the first place. 


and this is an interesting variant on the 
theme. And secondly, having the large, 
animated Sims really does make the 
game feel different — you really start to 
care about the little guys. 

There’s less emphasis on disasters 
and more on the economic and 
ergonomic factors which may or may 
not appeal to you - at least your prime 
real estate isn’t going to get wiped out 
by an earthquake just as you’ve spent a 
fortune building it up. 

On the other hand, the only people 
who will find this game difficult are 
those who’ve never played SimCity, and 
there aren’t many people left 
who fit that description. 



...SimCity 2000. SimCity 2000 has sim¬ 
ilar principles but is designed to a 
broader scale, since you have the 
infrastructure of an entire city to man¬ 
age. Create the right conditions and 
the Sims will move in and make your 
city prosperous. Get your town plan¬ 
ning wrong and you’ll be left with an 
urban slum. Something of a milestone 
in computer games. 



















































strategy maestro 
Impressions turns its 
hand to soccer manager 
sims — and Alex 
Simmons is impressed. 



any people in the PC 
GAMES office believe 
that this season’s 
championship battle is over, and that 
only one team can win the race for 
title. I am, of course, referring to the 
title of‘Top Footy Management Sim Of 
1995’. ( admit that Gremlin’s Premier 
Manager 3 has swept away all the 
competition so far this season, but 
now here’s the acid test: how does it 
cope against USM? 

“What the hell is USM?” you ask. 
Well, it stands for Ultimate Soccer 
Manager, and it also just happens to be 
one of the most enjoyable footy sims 
that I’ve played in a long time. I like a 
game with options and this one 
has quite a few interesting 
ones. For example, before 
you start your first game, 
the computer asks you if 
you would like the rigging 
option on or off. If you take 
advantage of this option, 
you can then bribe opposing 
teams to let you win, place bets on 
your own team losing, or there is 
always the good old transfer market 
bung! Another good feature is the 
option to take full control of the club, 
handling everything from kit sponsor¬ 
ship to the price of the tea in the cafe. 

Once you have made your relevant 
choices, you then can select your team. 
If you select a Premiership side, you 
have a large stadium and loads of fans 
willing to shell out for merchandising. 
But the further down the leagues you 


go, the harder it gets until you reach the 
conference and you have one stand, a 
few grassy banks and hardly any fans. 

Of course, you can’t run a football 
team withe ut the aid of lots of lovely 
cash. And tli > Is where USM scores, as 
you can select the amount of money 
you start off with. The lowest amount is 
£250,000 and the largest amount is 
£5,000,000. Okay, so there’s always 
the temptation to select Liverpool and 
five million, but that means there’s little 
challenge as you can buy any player 
you want. True soccer fans will find the 
real challenge in starting in the confer¬ 
ence with next-to-no money. That is a 
true test of managerial skills. 

Of course, it’s not just about buying 
players and picking a team, there are 
also contract demands that have to be 
met, coaches that have to be 
employed to improve player 
skills, and on-field tactics 
that have to be sorted out. 
Certain chores, such as 
sponsorship and advertis¬ 
ing, can be left in the hands 
of your assistant manager. 
He will also provide advice on 
formations and team selection. He 
can be useful, but it’s best to make your 
own mistakes and learn from them. 

So, how does USM compare to PM3? 
Very well Indeed, is the answer. As most 
of the icons are quite clear, you can get 
into the game with little or no fuss. On 
the harder skill settings the game rep¬ 
resents quite a challenge, plus it gives 
you the option to mess around If you 
want some easy glory. 

On the downside, the match graph¬ 
ics are quite poor, the music is very irri- 
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Look! It’s the late Dennis Potter in his first game role - as a bank manager! A fitting and worthy tribute to 
one of the country’s greatest playwrights, I think you’ll agree. 






(Top) Although you could hardly class Ultimate 
Soccer Manager as a ‘looker’, its graphics are 
superior to those in most other soccer sims. 
(Above) Yum — all the excitement of the big match 
in your own home! 


fating and seems out of place In a soc¬ 
cer sim, and, for some reason, whenev¬ 
er you are awarded a penalty, nine 
times out of ten the keeper saves it! If 
USM had included an option to control 
the players in the matches it might just 
have been one of the best games ever. 
As it is, it’s a fun and very 
playable management sim. 




Phew! If you’re a fan of stats galore, then Ultimate 
Soccer Manager will be just your cup of tea. 



r 


I 


89 % 




























































David Upchurch goes 
for Check-Mate with 
Titus* definitive chess 
simulation. 


Unless you’re a ‘chess nut’, it’s hard to 
get truly excited by the release of yet 
another chess sim. After all, at the end 
of the day chess is just... well, chess, 
basically. But Virtua Chess does offer 
several features that separates it from 
the also-rans, and arguably make it 
the best chess sim on the market. 

For a start, the interface is excellent. 
Although Virtua Chess runs from DOS 
(and from CD, intelligently configuring 
itself to your PC), it uses a Windows- 
style interface that lets you to have mul¬ 
tiple views and info panels on-screen, 
all of which update simultaneously. 

It’s pretty too, offering a variety of 
board representations including a 
selection of fully-customisable 3D 
board views. True, it’s not quite in the 
same league as Battlechess or its 
sequels, but then it’s faster and offers a 
stronger game, and that’s what matters 
at the end of the day. 

In fact, that’s an understatement, 
because Virtua Chess plays a superior 
game to Kaspirov’s Gambit and 
Chessmaster 4000, two benchmark pro¬ 
grams in this genre. But novices need 


Virtua Chessf^ 


not be dismayed because Virtua Chess 
also offers several difficulty levels, 
which basically limit the amount of time 
the program has to think about its 
moves — the less time it has, the worse 
it’ll play. 

There’s also a ‘beginner’ level, 
where the program will constantly alter 
its performance to match yours, even 
making the occasional mistake from 
time to time. No matter what your level 
of ability, Virtua Chess offers a strong 
but not overwhelming challenge. 


There’s a wealth of other features as 
well. Including a library of classic moves 
and game openings, an ‘Analyse’ option 
that’ll solve chess problems for you, the 
ability to play head-to-head with anoth¬ 
er human over a network, and so on. 

Virtua Chess won’t appeal to every¬ 
one, and those who just fancy a casual 
game every now and then may want to 
opt for something flashier. But anyone 
with even a passing interest In serious 
chess, on the other hand, will 
love it. ' 
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THE GOOD... 

* If you’re looking for a serious chess 
simulation, then this Is definitely the 
one to go for. 

% Excellent presentation is matched by 
a strong game. 

...AND THE BAD 

^ Perhaps not quite ‘pretty’ enough for 
the casual player. 



We don’t need no edu- 
cay-shun — at least, 
not like this, reckons 
David Upchurch. 


SunStar bills Arc Of Doom as an 
“Earth-shattering CD-ROM eduven- 
ture”. You know, it’s just as well I 
don’t write these company blurbs, 
because somehow “Barely-playable 
rubbish that appears to have been 
written by a team of untalented 
gibbons’’ probably wouldn’t please 
the big bosses at all. 

Arc Of Doom is a Windows-based 
multimedia ‘experience’, in which the 
Earth’s ecosystem is being rocked by a 
series of increasingly-vlolent natural 
disasters. However, the boffins at the 
Redmund Institute (home to a team of 
international trouble-shooters — a bit 
like the Thunderbirds, but duller) reck¬ 
on these disasters aren’t quite as natur¬ 
al as they seem, and have dispatched 
Alpha Team to investigate. However, 
they’ve mysteriously disappeared and 
so you, as leader of Beta Team, are sent 
out to follow their tracks... 

What follows is a painfully boring 
tour of the world, in which you and your 
fellow team members travel from one 
location to the next, searching for clues 


Arc Of Doonf^ 


as to Alpha Team’s fate and the cause 
of the disasters. As in most adventures 
there are puzzles to solve and people to 
chat to, with the biggest innovation 
being that you can ask one of your team 
members to crack a problem if your own 
brain isn’t up to the task. 

There are mini arcade shoot-’em-up 
bits too, but as this is a Windows game 
they’re slow and rather tedious. In fact, 
the whole game is slow and tedious, 
with the screen taking an age to update 


as you journey from place to place. Even 
worse are the lumps of slow, jerky 
QuickTime For Windows video and the 
appalling quality of the acting. 

I realise Arc Of Doom is aimed at the 
younger PC gamer, but I think even the 
most patient and undemanding child 
would rapidly get fed up with this. The 
‘educational’ stuff is presented so bor¬ 
ingly that it’s unpalatable, and the 
game itself is dreary, dull and /^\ 
lifeless. Avoid. 
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ALIEN BREED: 
TOWER ASSAULT 



Alien Breed: Tower Assault 


Team 17 go hunting 
bugs — with David 
Upchurch. 


Sorry, but there are no prizes for 
guessing the monster movie series 
which inspired the plot of Team i/’s 
Alien Breed: Tower Assault. 
Apparently contact has been lost with 


a Military Research Unit at the distant 
edge of known space and the authori¬ 
ties, who are naturally somewhat 
concerned, have sent a squad of 
marines in to investigate. 

On their arrival, however, it soon 
becomes apparent that the base has 
been over-run by the Alien Breed, a 
hideous race of insect-like aliens. 
Worse than that, the Unit’s scientists 
have foolishly left the base’s auto¬ 
defences on, and the marines’ ship is 


shot down in a hail of laser-fire. Only 
two survive the onslaught, and set out 
alone to explore the base, to find the 
Alien Queen and kill her... 

And there are no prizes for guessing 
the games which influenced AB:TA’s 
programmers either. It’s an arcade- 
style shoot-’em-up, basically, very 
much in the mould of Gauntlet or The 
Chaos Engine, in which one or two play¬ 
ers navigate a multitude of maze-like 
levels, shooting baddies and collecting 
weapon and health upgrades. 

AB:TA’s gameplay, however, is a lit¬ 
tle more structured than that featuured 
in those aforementioned titles. It’s not 
just a case of shooting wildly to stay 
alive and then finding the level exit 
(although, to be honest, those are your 
main concerns) — there are also tasks 
to complete, such as trapped colonists 
to rescue, security systems to deacti¬ 
vate and so on. 

If you ask me, it’s unfortunate that 
Team 17 didn’t release this game two or 
three months ago. As appealing as its 
simplistic blast-’em-up action is, the 
game looks positively archaic com¬ 
pared to what Cryo and Acclaim are 
doing with their ‘official’ Allens tie-ins. 
Still, AB:TA is a nice enough blaster 
and, if nothing else, it makes amends 
for the appalling Alien Breed. 

Good stuff, overall. 



T eam 17/East Point 
(01924) 201846 
£29.99 Out Now 

MINIMUM SPEC 


33MHz 386, VGA, 4Mb RAM and 3Mb 
of hard disk space. 


ALSO SUPPORTS 


joystick; joypad; Sound Blaster, Pro 
Audio Spectrum and Gravis UltraSound 
soundcards. 


THE GOOD... 

# A slick, playable, all-action shoot- 


,..AND THE BAD 

t Not the most original game concept 
ever devised. 

Even bug-hunting can get a little 
monotonous eventually. 



Krisalis helps David 
Upchurch achieve the 
double... 


Although Manchester United’s perfor¬ 
mance this year hasn’t been quite so 
spectacular as it was last, that hasn’t 
stopped Krisalis from releasing yet 
another footy game based around its 
lucrative Red Devils licence — 
Manchester United: The Double. 

Actually, I say ‘another’ but, to be 
honest, in terms of gameplay there 
aren’t really that many differences 
between this and Manchester United: 
Premier League Champions, which was 
released some six months ago. 

The most Important difference cos¬ 
metically is that the pitch is now viewed 
in isometric-3D, a bit like FIFA but with 



(Right) Ooh, doesn’t it look like EA’s FIFA Soccer? 
Well, a tittle bit, anyway... 




teeny-weeny sprites. Although it looks 
better than MUiPLC’s top-down view, I 
found that it made the game slightly 
harder to play — it’s not so easy to 
judge passes and such like from this 
angle, making it that tiny bit tougher to 
score goals. 

Another new feature is the transfer 
market, which allows you to buy and 
sell players on the open market. 
Apparently this was the feature most 
often requested by players of MU:PLC, 
so it should keep them happy if nobody 
else. 

Finally there’s the game editor. This 
hugely-powerful program lets you fid¬ 
dle with just about every aspect of 


MU:TD’s massive and very up-to-date 
database. You can change the players’ 
names, their stats, the team line-ups, 
the leagues... you name it. You can even 
create your own leagues and populate 
them with teams of your own devising 
— although be warned, it takes time to 
do it properly! 

So is Manchester United: The 
Double just money for old rope? Well, 
not quite — the additions that Krisalis 
has made are very welcome. But even 
so, you can’t help feeling a little ripped 
off. Still, If you’re looking for a decent 
and highly-comprehensive footy game 
then you could do a lot worse 
than this. 


Manchester United: 
The Douhle 





























































n paper Dominus 
sounds very promis¬ 
ing. According to US 
Gold, it’s a “fantasy god-style game 
that uniquely combines combat action 
with real-time strategy decision¬ 
making”. They also reckon the game’s 
wealth of ‘sophisticated* strategy 
elements and isometric-sD combat 
sections make it the largest and most 
playable game of its kind, if only that 
were true. 

Instead Dominus is a decidedly 
mediocre release, one which is initially 
quite intriguing but has little to offer in 
the long term. The reason for 
this is that while the game 
looks quite complex at first, 
in actual fact it’s decep¬ 
tively simple. The objec¬ 
tive of the game is to pro¬ 
tect your castle from the 
neighbouring clans who 
incessantly raid and pillage 
your domain. Obviously the 
more the enemy steal the stronger they 
become, so it’s vitally important to 
strike back hard and fast. 

The easiest way to 
counter-attack is by rais¬ 
ing an army and intercept¬ 
ing their invasion. This 
is done by consulting 
your advisors, a 
group of four grizzly 
beasts each with 
hordes of blood-thirsty 
monsters under their 
command. Obeying your 
every order, they’ll deploy the creatures 
to any region within your kingdom. 

If the enemy is near the army 
will automatically charge into 
combat, otherwise the 
beasts will simply hang 
around and either wait for 
the enemy to arrive or to be 
ordered elsewhere 

Combat is fully automat¬ 
ed, although you can inter¬ 


act to some extent with the icons 
that line the right-hand side of 
the screen. Clicking on the char¬ 
iot summons the Overlord, a 
powerful warrior capable of 
fighting through endless waves 
of battle axe-fodder. Lose the 
Overlord and the game will end 
though, so it’s advisable to save him 
for emergencies. 

The magic icon allows you to create 
one of 70 spells by mixing various 
ingredients together and consulting the 
spell book. The effects of spells vary, 
and are anything from frying the enemy 
alive to multiplying your troops five 
times over! 

Traps are also used in combat, 
placed strategically across the battle¬ 
field to surprise the enemy. By 
combining trigger mechanisms 
and hazards, up to a maximum 
of a 100 different traps can be 
built, some affecting single 
targets, others having an 
area effect. 

Additionally, extra tough 
soldiers can be genetically 
constructed in the monster 
mixing room, a sacred alter in 
which hapless beasties are 
magically joined together in 
the hope of creating the ulti¬ 
mate four-armed fighting 


This your domain. In the centre is the castle you need to protect from the invading hordes, and this is done 
by positioning troops, setting traps and building defences in the surrounding territories. 


That’s it, you’ve had enough, it’s time to bring in the big boys. Riding into battle on a chariot pulled by a 
powerful black Pegasus, the Warlord readies his battle mace and prepareshimself for a bloody war. 


machine. Of course, if the exper¬ 
iment goes wrong you’re left 
with a mutant who’s use¬ 
less at practically every¬ 
thing apart from washing 
the dishes! 

The fight slowly plods 
along until either the Overlord 
is killed or the invaders have 
been pushed back into their own 
realms, leaving you to restore peace 
throughout the land and nip down to 
the local inn for a swift half. That is until 
the bloody enemy return, and you have 
to go through the whole caboodle all 
over again. 

This is why Dominus soon becomes 
tiresome. Having repelled your borders 
once, it’s difficult to build up the enthu¬ 
siasm to do it all over again. While the 
graphics are okay, they’re not good 
enough to keep you hanging on to see 
the next scene. As for the sound... to be 
honest. I’ve heard better on the 
Commodore 64. 

Having said that, Dominus isn’t 
entirely bad, honest. It is entertaining, if 
only for a few hours, but then 
again half a day’s orc-bashing 
for over forty quid does¬ 
n’t represent particu¬ 
larly good value for 
money, does it? No, 
I thought 
you’d agree. 


DOMINUS 


US Gold/Visual Concepts 
(0121) 625 3366 


£42.99 Out Now 

MINIMUM SPEC 


25MHz 386, VGA, 4Mb RAM, 35Mb of 
hard disk space and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib, Roland MT-32 
and Sound Canvas soundcards. 


THE GOOD... 

* Creating your own traps, spells and 
monsters is a laugh. 

* Dominus is quite an entertaining 
strategy game... 

...AND THE BAD 

« ...But unfortunately it won’t keep you 
interested for more than a few hours. 

* Although it looks okay, Dominus runs 
fairly slowly on even a pretty good 486. 

































Alex Simmons goes 
the distance with 
Mindscape’s bare¬ 
knuckle brawler. 



You can pick from a selection of lo fighters in the two-player game, including this Predator-type fella 
whose special move is to blend in with the background. He can also spit green snot at his enemies. 





Ideally you’ll need to play the game 
using a Gravis GamePad, although it’s 
still playable using the keyboard to con¬ 
trol your fighter. Overall, while Warriors 
is not quite as good as Super Street 
Fighter 11 Turbo, it sure as hell is a 
damn fine alternative. 


WARRIORS'^ 


Mindscape/Atreid 


(01444) 246333 


£ 39.99 Out No w 

MINIMUM SPEC 


33MHz 4j86, SVGA, 4Mb RAM, CD-ROM 
drive and 5Mb of hard disk space. 


ALSO SUPPORTS 


joystick; joypad; Sound Blaster, Ad Lib 
and Roland soundcards. 




THE GOOD... 

% It’s one of the most playable beat- 
’em-ups around. 

• The nine difficulty settings make it 
perfects for armchair warriors of almost 
any skill level. 

• The animation is so smooth. 


...AND THE BAD 

t Visually it’s not quite as defined as 
Super Street Fighter II Turbo. 

^ Like so many recent games. Warriors 
really needs a DX2 or better to run 
smoothly. 


sprites, but because of this they look a 
lot less defined than Ryu, Rayden and 
CO. That said, the difference is hardly 
noticeable when the game actually 
begins to move, the giant-sized war¬ 
riors looking great as they brawl across 
the colourful backdrops. 

Another of Warriors’ unique fea¬ 
tures is the ability to change the camera 
angle while fighting, moving from the 
standard side-on view to one looking 
slightly down on the fight. Although this 
is simply a cosmetic nicety, it actually 
gives the graphics a greater feeling of 
depth. Also I found it made it slightly 
easier to time special moves and dodge 
attacks, which makes the game even 
more playable. 

Although Warriors is generally 
excellent, one of the few gripes I have 
with the game is the speed. On a 
Pentium the game skips along at a 
sprightly 35 frames a second, while on a 
DX33 it staggers at a measly ten. The 
game still plays well, but the animation 
isn’t as glorious or indeed as smooth as 
it is meant to be. 

Thankfully the lack of speed hardly 
affects the gameplay, which Warriors 
has by the bucket-load. The two-player 
game is excellent, while the varying diffi¬ 
culty settings make the single 
player fights suitable for 
gamers of all skill levels. 


(Above) “And a-one, a-two, a-one, two, three, four...” Fergus and Corto score a perfect lo in the Foxtrot. 
(Below) Buurrrpppp! Osinkira the African warrior unleashes his fatal death-belch on Meatball. 


ang on, it’s not the 
1st of April is it? No? 
Well, it’s a bloody 
miracle then. I mean, two decent beat- 
*em-ups in one month must surely be 
an Act Of God. First we have 
GameTek’s stunning conversion of 
Super Street Fighter 11 Turbo, then 
IVlindscape surprise us with the high- 
ly-playable Warriors. 

Like SF2 Turbo, Warriors is a fairly 
bog-standard one-on-one pummel-’em- 
up for either one or two players. In the 
solo game the objective is to fight 
through the underling warriors before 
reaching the final big baddy, while the 
two-player mode is just a barbaric fight 
to the death. Mind you, it’s not quite as 
simple as that, as there’s the usual 
thumb-straining special combos to 
master as well as a hefty selection of 
punches, kicks and weapons to play 
around with. 


Choosing one of 10 fighters, it’s the 
remaining 9 warriors who must be 
defeated before battling the supernat¬ 
ural guy who summoned you to the 
OtherWorld'^'^ where the game is set. 
Each character fights on a different 
backdrop and must be defeated two out 
of three times to progress to the next, 
which is all pretty familiar stuff. I’m sure 
you’ll agree. That’s because it is — 
Warriors has very few surprises, 
although it does have one or two neat 
features up its sleeves. 

For starters. Warriors is one of just a 
handful of SVGA beat-’em-ups, Rise Of 
The Robots being the only other that 
springs to mind (but then it’s crap, so it 
doesn’t really count). Another feature 
that separates Warriors from SFII is that 
it doesn’t use cartoon-style characters, 
or digitised fighters like Mortal Kombat. 

Instead developers Atreid have used 
a technique called 3D Bio Motion, the 
result of which makes each fighter 
move with beautiful fluidity. The char¬ 
acters are made up of dots rather than 
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doubt youWe ever 
experienced anything 
like Slipstream 5000 
before. lt*s a racing game, but one 
that doesn't abide to the strict rules 
and regulations of Formula 1 — or 
even the laws of gravity, for that 
matter. You don't just drive 
along stretching bends or 
through tight chicanes, you 
skim across the banks of 


the river Amazon and even fly along 
narrow tunnels cut through the pyra¬ 
mids of Egypt. 

This is the motor sport of the 22nd 
Century — it’s motor sport with an atti¬ 
tude. Forget the petty rivalry between 
Michael Schumacher and Damon 
Hill, if you’re cut up by another dri¬ 
ver in Slipstream you shoot the 
crap out of their car before ram¬ 
ming them off the track! 
From the garage of 
Gremlin Interactive, who 
stormed the Amiga rac¬ 


ing scene with their acclaimed Lotus 
Esprit games. Slipstream is a far cry 
from NASCAR Racing and other conven¬ 
tional driving games. For starters you 
don’t actually drive a car, you pilot one 
of 10 Flash Gordon-style skimmers 
that, although cosmetically dif¬ 
ferent from each other, han¬ 
dle in much the same way. 

The pilots too vary in 
both their appearance, 
demeanour and nationality, but again 
this doesn’t affect the gameplay in any¬ 
way whatsoever. 

After choosing whether to enter the 
championship or race a on single cir¬ 
cuit, drivers can initially only compete 
on the first course, Arizona. To access 
the remaining nine tracks you must first 
qualify during practice or finish in the 
top four while racing, so only after a 
full-blown season will you have 
the option to speed 
around the streets 
of Tokyo or 
through the 
snowy fjords of Norway. 
Starting with a bank balance of 
just $750, after selecting your ship you 
then have the option of upgrading it. 
Although each craft comes ready 
equipped with a bog-standard laser and 
a turbo boost, more powerful alterna¬ 
tives can be purchased 
in the shop. Aside 
from bigger, 
better lasers, 
disrupter 
cannons 
(that short- 
circuit the 
target’s 
control 


systems), high-explosive rockets, heat¬ 
seeking missiles, floating mines and 
smoke-screens are all readily available 
and are reasonably 
priced, while bigger, 
faster turbo boosters cost 
a lot more and therefore 
should be left until 
you’ve notched up a 
couple of wins. 

Also available are 
targeting computers that lock onto 
competing skimmers with ease, as well 
as a faster-loading mechanism which 
reduces laser recharge times, and a 
supercharger that increases the car’s 
top speed, albeit only slightly. Initially 
most of these items stretch well beyond 
your credit limits, although extra cash 
can be earned by winning races and 
also by collecting the bonus icons that 
litter the tracks. 

There five types of power-up, left 
behind by the none-competing drone 
cars each time they’re shot. Apart from 
awarding cash, the icons temporarily 
boost your speed and replenish your 
store of turbos, as well as repair dam¬ 
age to both the engine and control sys¬ 
tems. An alternative method of repair¬ 
ing your ship is to fly through the pit 
lane, which branches off from the main 
circuit and cuts deep underground 
before passing through a rotating elec¬ 
trified tunnel that gradually restores 
energy to the ship. 

The skimmers are controlled with 
either the keyboard, the mouse or the 
joystick (the latter is most definitely 
recommended), and their powerful 
thrusters allow them to reach speed of 
over 40omph. As they don’t have 
brakes, they’re not the easiest of vehi¬ 
cles to control, and flying around is 
made considerably more difficult by the 
opposing racers who constantly scratch 
and claw their way to the front of the 


Slipstream’s hugely-enjoyable two-player mode can be played split-screen or via a serial link, while the 
excellent eight-way multi-player option can only be played over a network. 


There are ten skimmers to choose from, from the futuristic equivalent of a Skoda (top-left) to a space-age You want external views? You got 'em! There are 

Porsche (bottom-left). Although they look different, they handle much the same as each other. loads in Slipstream — this is just one of them. 


Each driver (or is that pilot?) is accompanied by a 
brief background history and gritty portrait. 


































SUpstreamers Ready! 



Arizona 

The canyons are fairly wide on this starter course, 
so you can pretty much floor it all the way round — 
but watch out for tight tunnel sections! 



Chicago 

A fast but deceptively tricky course, the under¬ 
ground tunnels are relatively easy-going although 
the moving gates may cause problems. 



Amazon 

The winding Amazon river-bed course is one of the 
easiest, and providing you can turbo ahead of the 
pack, retaining the lead shouldn’t be too hard. 



London 


Back in old Blighty, racing through the streets of 
London and along the Thames is a cinch — apart 
from the corner leading up to the tunnel section. 



Norway 

Ahh, the fjords of Norway! They provide a pic¬ 
turesque backdrop for what is actually a very diffi¬ 
cult track. Avoid those sheer cliff faces! 



Egypt 

Scream through the Pyramids at break-neck 
speeds in one of the most thrilling tracks in the 
Slipstream season, Egypt. 



France 

Take time out to take in a few of the sights of 
Paris including the Eiffel Tower and the Arc De 
Triomphe. From under the ground. 



Hawaii 

You won’t find stretching white sandy beaches 
and busty blondes in bikinis on this circuit, just a 
loads of underwater tunnels. 



Tokyo 

The neon-lit streets of japan’s capital are perfect 



Save up a bit of cash and you’ll be able splash out 
on goodies bought from this shop. 



THE GOOD... 


pack, ramming and blasting Sunday dri¬ 
vers out of the way in the hope of grab¬ 
bing victory. 

The circuits get progressively more 
difficult throughout the course of the 
game, and are designed in such a way 
as to prevent drivers from racing around 
the whole of the course at top speed. 
Because the skimmers fly rather than 
drive, it’s almost like piloting an aircraft 
rather than steering a car — not only 
can you turn left and right, you can fly 
up and down, so in Arizona you’re pret¬ 
ty much free either to glide high along 
the ridge of the canyons or to dart low 
along the narrow, more treacherous 
canyon bed. This gives the game a 
tremendous sense of height and depth, 
a feeling that’s especially impressive 
when racing on the Tokyo street circuit. 

Many of the tracks also split in two, 
so finding the shortest route around the 
track is vital. This is made easier by the 
map that appears in the top-left of the 
screen, but bear in mind the shortest 
path is usually the hardest. Thankfully 
difficult sections of the track are made 
less stressful by the self-righting con¬ 
trol system which points you back in the 
right direction after any spectacularly 
bad crashes. 

In addition to the one- 
player race, there’s also a 
two-player split-screen 
game or serial-link 
option, plus an 
eight-way net¬ 
work game, all of which are tremen¬ 
dously good fun because human com¬ 
petitors are less predictable than the 
computer-controlled drivers. That said, 
the game’s artificial intelligence is very 
good — the other drivers actually race 
against you rather than simply speed¬ 
ing off in front. 

In both the single and 
multi-player games Slipstream 
runs incredibly smoothly... on 
a Pentium P90. Because 
the game is so graphi¬ 
cally detailed you ^ 
really do need a mon¬ 


ster machine to run it — on anything 
less than a 66MHz DXz the game starts 
to chug, and that’s with the texture¬ 
mapping switched off and the shading 
toned down. It is possible to play on a 
33MHz machine, but whether you’d 
want to is another matter entirely. 

There’s no denying this is a brilliant 
game though, so the message is quite 
simple: if you’ve got a Pentium, get 
Slipstream 5000. It’s slick texture- 
mapped graphics really are superb and 
it rates as just about the most exciting, 
playable racing game on the PC at the 
moment. If you’ve only got a puny 486, 
though, think carefully before 
snapping it up — unless 
you like games that run 
slower than a tortoise 
in syrup, you’ll probably 
be bitterly disap¬ 
pointed. 


SLIPSTREAM 5000*^ 


Gremlin/Software Refinery 
(01742) 753423 
£ 39.99 Out No w 

MINIMUM SPEC 


33MHz 486, VGA. 4Mb RAM, CD-ROM 
drive and 20Mb hard disk space. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster, Ad Lib 
and Roland soundcards. 


for pushing the pedal to the metal, taking your 
skimmer to the limits. 



New York 

Forget New York’s jagged skylines, there are 
absolutely no buildings in this sparse but never¬ 
theless challenging course. 


...Well, there isn’t actually anything 
that similar to Slipstream, to be hon¬ 
est. It’s similar to Descent in that you 
fly through tight twisting tunnels and 
fire like crazy, but then again you 
could say it bears a resemblance to a 
bog-standard game like NASCAR 
Racing. Whatever, it’s brilliant, so 
what does it matter? 


* The texture-mapped graphics are 
quite literally stunning. 

• Fast? On a Pentium, Slipstream 
really shifts! 

By far one of the most playable 
action racers around. 

...AND THE BAD 

You’re gonna need a beast of a 
machine to play this baby. 

% Some may say it’s a bit too hard but 



— ha! — what do they know. 
































































Alex Simmons repels 


all boarders — and 


everyone else — in 


SSI*s strategy sequel 


ot on the heels of last 
year’s Great Naval 
Battles 2 we now get 
SSI’s Great Naval Battles 3. Okay, so 
it’s not the most original of titles, but 
the game more than makes up for it 
with sheer quality of design. Most 
sequels of this nature are little more 
than add-ons — all you get are a few 
new scenarios plus (if you’re lucky) 
retouched graphics. 

With GNB3 it’s the other way 
around. GNB2 dealt primarily with just 
one campaign from the Pacific War, 


Your first job is to find the enemy. Although you've 
got search planes, it takes half an hour to ready 
them for launch so you’ve got to think ahead. 


namely Guadalcanal. GNB3, on the 
other hand, chucks in everything but 
the kitchen sink. Coral Sea, Leyte Gulf, 
Midway — you get all this and more in 
just one package, when you might have 
expected to see them released in dribs 
and drabs as scenario disks. So hats off 
to SSI for producing one of the best 
value wargame packages ever. 

In addition to the historical cam¬ 
paigns there’s also a scenario builder 
and even a random scenario generator. 
You can fight anything from single-ship 
actions to huge multi-taskforce battles. 
The possibilities are endless. 

True, the interface and presentation 
have changed very little from GNB2 — 







The view from the Flagbridge is the same as in 
GNB2, only with the addition of the attractive view 
window at the bottom. 


but then, that’s hardly surprising, 
because the last game was so recent 
and it was very good Indeed. The most 
noticeable new feature Is a view win¬ 
dow which appears at the bottom of the 
Flagbridge screen, to add a bit of colour 
to the dry business of map-reading. 

Of more significance is a new fea¬ 
ture handling submarine warfare. The 
subs don’t actually appear on the map, 
for which relief much thanks: there’s 
already quite enough going on with sur¬ 
face ships and aircraft! But once they’ve 
been assigned patrol sectors they’ll 
start feeding back priceless info. 
Intelligence-gathering is at the heart of 
the game — you’ve got to locate the 
enemy, particularly his carriers, before 
he finds you, and get the first airstrlke 
in at all costs. It’s nail-biting stuff. 

One of the great virtues of the GNB 
games Is that they allow you to choose 
exactly how much of a hands-on 
approach you want to go for. If you wish 
you can control individual ships, navi¬ 
gate and fire torpedoes, control 
(though not aim) the big guns and 
watch the enemy go up In smoke 
through your binoculars. But if you 
don’t fancy that, if all you want is high- 
level strategy, then you can just leave 






ship-to-ship details on automatic and 
concentrate on playing admiral. 

Great Naval Battles 3 is a marvellous 
game, and a significant improvement on 
what was already a superb series. I 
wouldn’t recommend it to action fans, 
but if you’re a strategy buff, this 
is a must-have purchase. 





























































es, it’s official — 
impressions’ games 
really ARE getting 
better. After years of producing pretty 
dodgy low-end stuff with some totally 
awful graphics, they’re finally produc¬ 
ing the absolute business. And Front 
Lines is yet another little gem. It’s a 
simple but addictive turn-based 
wargame, played on a hex-grid terrain 
that’s beautifully rendered in crisp 
high-res SVGA. 

Set in the near-future, the feel is 
very similar to that fine old warhorse 
Perfect General’s, but the sheer quality 
of design and production make Front 
Lines infinitely more pleasurable to 
play. There’s also much, much more 
gameplay — there’s not only the usual 
pre-programmed scenarios, but also a 
comprehensive editor to enable you to 
do-it-yourself. 




(Above) Choose a scenario and you’re taken to a 
briefing screen. 

(Right) Each unit Fires in turn, with all the available 
targets highlighted. The computer then works out if 
you’ve hit or not. 


Front Lines is a snappy, easy-to-play 
wargame with the emphasis strictly on 
fun and not at all on realism. The 
sequence of play is very simple. Your 
units are individually highlighted one 
by one, you move everything you want 
to, and then fire. Everything in range of 
your units’ weapons is automatically 
highlighted to make your choice of 
enemy target easier, and combat is 
resolved simultaneously to make it as 
fair as possible. 

In the bigger scenarios you’ll have a 
lot of units at your disposal, ranging 
from bog-standard infantry to four 
classes of artillery and five of armour, 
culminating in the slow but awesomely 
powerful Mega Tank. Objectives vary, 
but as in any Capture-The-Flag game 
losing your HQ is always a bad move. 

There’s nothing stunningly original 
about Front Lines, it just happens to be 
very well done and it’s great fun to play. 
My only real quibble is a standard one 
with games of this type, and it’s that the 


computer’s Al just isn’t subtle enough. 
The enemy always seems to come at 
you in dribs and drabs — they seem to 
have no idea how to concentrate their 
forces, so the end result is that with just 
a little tactical finesse and a few 
games’-worth of experience it’s easy to 
outmanoeuvre and defeat them in 
detail even if you’re forces are heavily 
outnumbered. 

There are two solutions to this 
somewhat irksome problem. One is to 
play the game against a human oppo¬ 
nent — and it’s quite feasible for two 
players to share a screen, even if that 
does entail a bit of waiting around. The 
other option is to go to the game’s in¬ 
built scenario editor and stack up the 
odds against yourself so high that even 
a Napoleon or a Hannibal would end up 
getting thumped. 

Although it’s only a reworking of 
familiar themes. Front Lines is so well 
done that it should appeal even to 
those of you who normally steer well 
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clear of wargames. Although it’s turn 
based it has an arcadey feel to it — a 
kind of thinking person’s shoot-’em-up. 
As long as you’ve got a decent-speed 
machine (ignore the specs — you’ll 
need a 486 at least to enjoy this fully) 
Front Lines will offer long hours 
of fun and excitement. 
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ince the very dawn 
of time, one of 
mankind’s most cher¬ 
ished wishes has been to be able to 
fly. And amazingly, it’s less than a 
century since the pioneering Wright 
brothers first took to the skies and 
ushered in the modern era of aviation. 

Sadly, however, must of us will 
never experience the thrill of ‘real’ fly¬ 
ing; unless you’re a member of the air¬ 
force or have the moolah to splash out 
on expensive flying lessons, it’s likely 
the closest you’ll get is sitting in econo¬ 
my class with your knees tucked under 
your chin, eating inedible food and 
being ignored by surly stewardesses. 

Fortunately, if you have a powerful 
PC, you can experience what is 
undoubtedly the next best thing to the 
real thing — Looking Glass 
Technologies’ Flight Unlimited. Flight 


Unlimited, it has to be stressed, can’t 
really be classed as a game; it’s a pure 
simulation of flying. There are no prima¬ 
ry objectives, air-to-ground missiles or, 
er, ‘bogies’ here — just you, the sky, 
the ground, and a tiny prop-driven air¬ 
craft. But despite the lack of conven¬ 
tional ‘action’, this is one of the most 
enjoyable pieces of software we’ve 
seen in ages. 

Flight Unlimited oozes sheer class 
from the outset. Upon full installation of 
the game (which is inadvisable on a 
hard drive with anything less than 
i3oMbs of space free!), you find your¬ 
self in the fixed base of operations (the 
FBO), which is essentially the game’s 
options screen. However, it’s unlike any 
options screen you’ve ever seen before 
— it can best be described as ‘Doom in 
a portacabin’. 

As you glide smoothly around the 
lovingly texture-mapped 3D environ¬ 
ment, you can access all the game’s 
features simply by moving into the rele¬ 


vant area of the room. Walk up to a 
table of model aircraft, for example, and 
you can select a plane to fly (from five, 
in total). Walk up to a spinning globe of 
the Earth, and you can transfer to differ¬ 
ent airbases around the States. In addi¬ 
tion, you can enroll for flying lessons or 
enter flying competitions complete with 
critical judging. It’s all very clever. 

After playing around inside the FBO 
for a while, you’ll no doubt be itching to 
get out onto the runway and take to the 
skies. This is where Flight Unlimited 
really comes into its own. Aanyone 
familiar with the majority of ‘pure’ flight 
sims already available for the PC will 
recognise the style of graphical repre¬ 
sentation. Like Flight Sim 5, Flight 
Unlimited employs ‘photorealistic 
scenery’ to increase the sensation of 
really ‘being there’. 

FU supports a wide range of video 
modes, from full SVGA (that is 1024 x 
768 pixel resolution) right down to 
standard VGA (320 x 200 pixel resolu- 





Alex Simmons flies 
the friendly skies with 
Virgin’s purer-than- 



tion). Obviously, the lower the res, the 
less detailed the outside environment, 
but if you’re running the game on any¬ 
thing less than a 90MHz Pentium this is 
the price you’re going to have to pay. 

The difference between Flight 
Unlimited and Flight Sim 5 is that, while 
FS5 treats the world as a predominantly 
flat, bump-free plain, FU accurately 
reproduces the terrain’s contours. The 
incredible landscapes were modelled 
by photographing actual landscapes 
from two slightly different angles. 
These images were then scanned into 
the computer, and the differences 
between the two were used to calculate 
land height and other variables. 

This method produces what is with¬ 
out doubt the most stunningly realistic 
representation of a real-world land 
mass ever. There are rolling hills and 



This is the ‘fixed base of operation’ From here all To help you get the most out of FU there’s an 
the major sections of the game are accessed, as instructor on-hand to guide you through all the 

you roam around in glorious 3D Doom-a-vision, basic (and not-so-basic) moves. 



Flight Unlimited allows you to have multiple view 
windows open. This allows you to gauge your fancy 
flying moves from a better angle. 



As well as prop-driven aircraft, FU also gives you 
the chance to fly a glider. For this you’re going to 
need to learn about thermals and air currents. 



Boo-hoo! Doesn’t this just make you want to cry? After spending an arm and a leg on all that fancy 
486/DX2 stuff, you now realise that the only thing that’s really worth having is a 90MHz Pentium and a 
copy of Flight Unlimited. Bugger! 
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Each of the five planes has its own info panel 
detailing its tech specs. 


The pilot’s biggest enemy is, er, well, the ground, 
actually. Scratch another plane... 


than fly. As mentioned before, there are 
no bad guys, no missiles, no guns and 
no navigation challenges to worry 
about. This is a purist’s sim in the true 
sense of the word, allowing those who 
would like the chance to try their hand 
at real acrobatic flying the opportunity 
from the comfort of their living rooms. 
Strap into a glass fibre cockpit, get out 
the Thrustmaster gear and rudder ped¬ 
als and you ARE in a Pits special or a 
Sukhoi 31 — it really is that good. 

In years to come Flight Unlimited 
could well be recognised as the first 
real flight simulator ever to appear on 
the PC. But why wait? The future 
is right here now. 


FLIGHT UNLIMITED‘S 


Virgin/Looking Glass 
(0181) 960 2255 
£TBA Out Now 

MINIMUM SPEC 


33MHz 486, VGA. 8Mb RAM. CD-ROM 
drive and 35Mb of hard disk space. 


ALSO SUPPORTS 


joystick; Sound Blaster, Gravis 
Ultrasound, Ensoniq SoundScape and 
Roland soundcards. 


THE GOOD... 

% An incredible flight model that has to 
be flown to be believed. 

* Superior graphics that really are 
photo-realistic. 

% Super-slick presentation. 

% The closest thing to flying a plane on 
the PC. 


...AND THE BAD 
« To get the most out of it you’re ging 
to need a monster machine, 
f There’s nothing to do other than just 
fly, which could be a bit limiting for 
some people. 


Hmmm. To be honest there’s nothing 
that gets even close to Flight 
Unlimited. The whole idea behind the 
program was to create a realistic, fully- 
acrobatic aircraft inside your computer, 
and to that end creators Looking Glass 
Technologies have succeeded. If you 
want similar graphics but a more 
sedate flying style (complete with 
cross-country navigational chal¬ 
lenges), then try Flight Simulator 5. 


Looking Glass Technologies has 
taken this equation, chewed on it for a 
while and then spat it out into a small 
red plastic bucket. Flight Unlimited is 
totally authentic. Instead of taking the 
plane and basing the flight model 
around that, Looking Glass has taken 
the plane and modelled the air that 
flows around it. This is a subtle differ¬ 
ence, but one that allows the aircraft In 
Flight Unlimited to behave in almost 
exactly the same way that their metal 
and composite counterparts do. 

Snap rolls are sharp and biting, stall 
turns are convincing (and somewhat 
nauseating), and the whole grey area of 
flight model inertia 
has been handled 
in a way that feels 
perfect. Flying the 
aircraft presented here 
has that ‘unbalanced’ feel to it 
which gives the pilot the sense 
that he is only just 
in control, and one 
wrong move will 
end in a spin. No 
other sim offers this kind 
of modelling, and the kinds of 
manoeuvres that can be attempted in 
Flight Unlimited cannot be performed 
on ANY other PC flight sim anywhere. 

Can there be a flip side to this flight 
junky’s golden coin? Well, all of this 
exact mathematical modelling and geo¬ 
graphical accuracy comes at a price. 
Flow does a £2,000 90MFIZ Pentium 
grab you? No, well any less than this 
and you are going to lose the speed and 
fluidity that makes this game so spe¬ 
cial. The recommended minimum is a 
50MFIZ 486/DX, but if you opt for this 
then you are going to find that the 
whole thing becomes slow and jerky 
rather quickly, even in VGA. A more 
realistic-minimum spec would be a 
GoIVlFIz Pentium. 

Another slightly black cloud on the 
otherwise clear blue horizon Is the fact 
that there isn’t anything to do other 


As If all this fancy hoo-ha wasn’t enough, there’s also the option of linking-up a home VR helmet. Whack it 
into the computer, tell FU that it’s there and away you go. Flying on a PC doesn’t get any better than this. 
See and believe! 


Nmmim v* via 


Okay, so the graphics redefine 
state-of-the-art and the presentation is 
flawless, but when it comes to flight 
sims there’s really only one thing that 
true PC flight jocks care about — and 
that’s the flight model. In all the sims 
that have gone before there have been 
modifications made to the flight mod¬ 
els. No matter that they claim to be the 
most exact and realistic found on any 
sim this side of jupiter, the fact is 
there’s always a trade-of between total 
authenticity and raw computing power. 


valleys, sheer cliff faces that can be put 
to good effect (one of the aircraft mod¬ 
elled Is a glider, and for that you’re 
going to need thermals) and a whole 
host of other graphical touches that 
make the FU world seem, well, real. 

The alrcraft themselves are also ren¬ 
dered with an exact attention to detail. 
Control surfaces move, pilot canopies 
are shaded and the whole kit and 
caboodle is light-sourced superbly. 
Speaking of light, watch out for the sun 
glinting off the wings and fuselage, and 
also the halo effect when the external 
camera is pointed into the sun during 
out-of-cockpit flying. Excellent stuff. 


If simple flying Is not your thing then why not try your hand at diving between the hoops! Successful com¬ 
pletion means a reward of a fish and... Oh sorry, I was thinking of dolphins. See the hoops, get the plane 
and fly, fly, fly. Have fun! 














































Got an active social 


life? GameTek want to 


put a stop to that. 


David Upchurch loses 


his forever. 


he name Streetfighter 
has always seemed a 
little incongruous to 
me. The last time I saw a fight in the 
street I certainly didn’t catch sight of a 
single Dragon Punch or Sonic Boom. If 
the game’s programmers had wanted 
to mimic their source matter more 
closely, surely they’d have armed the 
participants with broken beer bottles 
and soggy doner kebabs instead of 
silly pyjama suits (which would, 
admittedly, get them into a fight in 
any street). 


But let’s not bicker. Streetfighter is, 
after all, the most successful coin-op 
series of all time. The original game — 
released many years ago with pneumat¬ 
ic punch pads which translated the 
blows thrown by the player into on¬ 
screen attacks — was a total stiff. The 
sequel, which dispensed with the gim¬ 
mickry but introduced the now-cliched 
concept of special moves, has grossed 
more than the Brazilian national debt 
squared (possibly) and is the third most 
recognisable game title (after Mario 
and Sonic) in the world. It’s true — it’s 
been proved and everything. 

The concept, like three-chord songs 
and cheesy chips, is pretty simple. Two 
characters face off over a three-screen 
length horizontal landscape, beating 
the fun out of one another with three 
strengths of both punch and kick 
(depending upon the buttonage of your 
chosen controller). It’s possible to 
block incoming attacks by pulling back 
on the pad/stick/keys/Venusian mind 
helmet, and to perform especially 
clever combat moves by combining a 
number of specific joystick commands 
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(Above) M. Bison encourages Pel Long to do his ‘Johnny Flame from out of the Fantastic Four’ impression. 
Dohl He got the colours of the flames wrong! 

(Right) Two of SF2 ’s fattest geezers battle for supremacy in a Chinese-style bathroom. Mind the Ajax! 
(Below) Some shocking behaviour from Blanka (hoot!). Serves T. Hawk right for wearing flares. 


New Faces (But No Marti Caine) 

Super Streetfighter 2: The College Years features four characters new to the brawling gig. 
Because we at PC GAMES are polite and always remember our manners, we thought we’d 
take this opportunity to introduce you... 







Fei Long 


Looking not at all like Bruce Lee, this fighter 
employs the might of jeet Kune Do (hmm) to great 
effect. His long-range capabilities are somewhat 
rubbish, but once he’s up close his selection of 
throws and body blows are devastating. 


T. Hawk 

A big butch ‘Native American’ not unlike the one 
found in The Village People — but don’t mention 
that to his face or you’re likely to get a Leaping 
Windmill Throw in your gob. Big and slow, but his 
attacks are very powerful indeed. 


Cammy 


Hailing from good old Blighty is the Tommy 
Britisher candidate Cammy. She’s only little and 
not very strong, but her special moves are among 
the best in the game, providing you know how to 
use them well enough. Hurrah for us, then. 


DJ. Maximum 


Something of a beginner character, Dj’s moves 
have a decent range but inflict little real damage. 
However, he’s nimble enough to control easily and 
very simple to get the hang of. And he plays the 
maracas when he wins. 



























































(Above) Ryu displays the awesome shirt-wetting 
power of his water-squirting novelty joke ring. 




GameTek/Eurocom 


(01753) 553445 


£44.99 Out Now 

MINIMUM SPEC 


33MHz 386, VGA, 4Mb RAM. CD-ROM 
drive and 15Mb of hard disk space. 


ALSO SUPPORTS 


Joystick; joypad; Sound Blaster, Ad Lib, 
Pro Audio Spectrum and Gravis 
Ultrasound soundcards. 


THE GOOD... 

• Easily the best beat-’em-up on PC 
(sorry, MK2!). 

lb Lasting appeal increased by depth of 
gameplay. 

• Dead easy to get into, even for beat- 
’em-up beginners. 

• Two-player mode offers endless fun. 

„.AND THE BAD 

« You’ve really got to have a joypad to 
enjoy this at its best. 
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to the original’s eight, each of whom 
has their own advantages and disad¬ 
vantages. Some are faster, some 
stronger, some absorb damage better 
and some have the best special moves. 
Conversely, some are slow, some are 
weak, some have glass jaws and others 
never remember their dear old mum’s 
birthday even if you buy them a card to 
send. Each of these advantages play 
against one another, so it pays to know 
how all the characters work, not just the 
one who seems to match your playing 
style the best. 

Second of all, there are what we ‘in 
the know’ refer to as combos (he says, 
patronisingly). These, for those ‘out of 
the know’, are strings of attacks which 
are timed to prevent the other character 
from blocking as they’re still momentar¬ 
ily stunned from the previous hit. One 
of the reasons SF2 has come in for so 
many facelifts is that the programmers 
weren’t aware of the presence of com¬ 
bos when the original version was cre¬ 
ated. They were actually disovered by 
the kind of eleven year-old truants you 
find hanging around arcades all day. 

There are thousands of these things, 
ranging from two hits up as far as you 
can think of. There are also things like 
re-dizzy combos, where a character pre¬ 
viously stunned for five seconds — sig¬ 
nified by comedy birds-around-the- 
head — is not only smashed about an 


awful lot but is also biffed into a dizzied 
state all over again. The snag here is 
that you need to be able to carry off all 
those wrist-confusing special moves to 
be able to perform them. Whereas a 
regular punch or kick is good for a sin¬ 
gle hit, most specials (aside from pro¬ 
jectile attacks) hit up to three times, 
expanding combo potential no end. 

Not that this matters. Learning to 
play Streetfighter isn’t like learning to 
ride a bike. For one thing it’s painless, 
and for another even the most heinous 
face-smashing you receive is actually 
great fun. What makes Streetfighter the 
success story of gaming is that it’s as 
enjoyable for first-time players as it is 
for veteran experts, allied with the hope 
that one day you’ll be a hardened top 
crack elite warrior ninja yourself. 

The fact of the matter is that this PC 
conversion is possibly the closest one 
yet (no mean feat given the number of 
conversions over a fermillion formats). 
The graphics are absolutely spot on, the 
sprites are the right size, there are even 
six elephants on Dhalsim’s stage 
instead of the four found on console — 
so gaming trainspotters should be kept 
happy. The sound is also almost exactly 
reproduced, and every element of 
gameplay from the arcade version has 
survived the journey. 

The only criticism I can really level at 
the game is that the number of anima¬ 
tion frames is reduced unless you’re 
running it on a high-spec machine, but 
then this is to keep the game speed 
exactly level with that of the coin-op no 
matter how crap your PC is, so it’s for- 
giveable. Actually, there is one more 
point — if you haven’t got a four- or six- 
button joypad, make sure you get hold 
of one or you’ll be missing out on a lot 
of Streetfighter’s strategy element. Put 
quite simply, this is a full-on, late- 
nights-ahoy, had-to-drag-me-from-the- 
machine, I’m-off-for-another-go 
classic. Thump-tastic! 


Mortal Kombat 2, which was also com¬ 
pletely ace. But it doesn’t have the 
same depth of strategy found in 
Streetfighter, or the same combo 
potential, or as many special moves. 
Basically, whilst MK2 is a fantastic 
product we wouldn’t want to do down, 
it isn’t as good a conversion (or origi¬ 
nal game) as this is. 


and button presses in sequence. And 
that, at the end of the day, is it. 

Which makes it all the weirder to 
think that this is a conversion of the 
fifth incarnation of the coin-op. You’d 
think with a premise that basic they’d 
have been able to get it right by the 
sequel, let alone the fourth blimmin’ 
update. However, as is always the way 
with these things, there’s a lot more to 
the game than meets the eye. 

First of all, there are now sixteen 
characters to choose from, as opposed 
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THE GOOD... 

• Although very simple-looking, it’s 
surprisingly absorbing. 

• Great — if often quite disturbing — 
animated video clips. 

• Every game presents a fresh new 
challenge. 


,..AND THE BAD 
t Lack of ‘win’ screens could prove 
quite off-putting. 

« The video clips can be accessed at 
any stage, negating the need to actually 
play the game. 

<1 The speech is a bit wonky at times. 
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omeone, somewhere 
has a list of films 
that will never be 
shown as in-flight movies. The cringe¬ 
worthy Airport series, Die Hard 2 and 
just about anything else depicting 
graphic airplane-related disasters 
would prove too distressing for plane- 
weary travellers, hence their non- 
appearance on the tiny screen. And if 
in-flight computer games ever take off 
(ahem) then Air Havoc Controller will 
surely have little chance of getting 
played. Why? Because like the afore¬ 
mentioned films, it shows scenes like¬ 
ly to have passengers reaching for 
their sick bags. 

Air Havoc places you in charge of a 
small amount of airspace that sur¬ 
rounds three major airports: Phoenix, 
Deer Valley or Scottsdale. Your job is 
simply to guide the incoming planes to 
their stated destinations, be it on the 
runway at one of your airports, or mere¬ 
ly to a radio beacon on the outskirts of 
your airspace. 

The bulk of the game is played in a 
small circular radar display positioned 
at the bottom of the screen. Some 
planes will drift in from the edge of your 
airspace, while others will request per¬ 
mission to take off. By clicking from 
plane to plane and issuing instructions 
with simple pull-down menus, the vari¬ 
ous craft can be made to climb, dive, 
speed up or slow down, or forced to 
change direction in order to avoid 
impending disasters. 

It really is as simple as that — but 
the challenge lies in ensuring that there 
are no near misses or, worse still, mid¬ 
air collisions. It’s a bit like trying to 
keep about twenty plates spinning on 
poles, with the plates holding several 
hundred people made up of soft jam¬ 
like flesh ready to be spilled over run¬ 
ways and countryside. 

The screenshots may not give the 
impression that Air Havoc Controller is a 
deep and absorbing game — but 
believe me, it is. Even on the easiest of 
the several difficulty settings, it’s head- 
hurtingly taxing, and on the hardest... 
well, let’s just say that you’ll have the 
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AIR HAVOC CONTROLLER 


Rainbow America/Trimark 


(001310) 392 3243 


$49.95 Out Now (Import) 


ALSO SUPPORTS 


“Welcome aboard Upchurch Air Flight 666. I’m your 
Capt... Er, hang on, where’s the bloody clutch?’’ 

blood of several thousand innocent 
people on your hands if you’re anything 
short of a genius. 

The in-game events and disasters 
are depicted with some nice mini 
movies, each accompanied by the 
screams of the casualties as they 
realise their fate. These films, though 
not very long, are great to watch, and 
sometimes pretty horrific. There’s no 
technical jiggery-pokery here, though, 
as Air Havoc Controller runs in 
Windows, and uses a standard driver to 
show these sequences. 

Air Havoc Controller could have 
been completely brilliant, but its short¬ 
comings are so frustrating that they 
tarnish what could have 
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Whoops! Perhaps I should have been paying less 
attention to that foreign ‘art’ magazine. 

otherwise been a perfectly playable 
simulation. For starters, there’s no ‘win’ 
sequence — successfully complete 
your shift and you’re simply rewarded 
with a bog-standard Windows text box 
revealing your score. But perhaps the 
most criminal mistake is the inclusion 
of a video viewer, which allows you to 
sit back, relax and watch the various 
scenes contained on the disc without 
having to play the thing. In other words, 
ther game contains 
no rewards, either for 
success or failure, 
meaning that there’s 
no real incentive to do 
better when you play. 
That said, if 
you’re a points- 
oriented games- 
player with enough 
self-discipline to not 
watch the clips, then Air Havoc 
Controller should prove to be a 
surprisingly playable sim. \^J 
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SOFTEXPRESS LTD[ 


ORDER HOTLINE 

TEL: - C 
FAX: - C 

1 

11908 277177 
11908 645397 


I ALADDIN 
£19.99 


ALIEN 
BREED 2 
£19.99 


CANNON 
FODDER 2 
£22.99 


DUNGEON 
MASTER 2 
£28.99 


HOW TO ORDER 

Order by telephone quoting your eredit eard number and expiry date 
(eredit eards are not charged until day of despatch). 

If paying by cheque, please make payable to: 

SOFT EXPRESS LTD ,- 

Access no. pcg()6cm 

6 WHARFSIDE, B fj 

FENNY .STRATFORD. M M 

BLETCHLEY, MILTON KEYNES, ]_ 

BUCKS MK22AZ 

PLEASE NO VISITORS, MAIL ORDER ONLY 


LION KING 
£22.99 


SENSIBLE 

GOLF 

£22.99 


PIZZA 

TYCOON 

£28.99 


DOOM 2 
£29.99 


pM PC Tines sx 

1 300 Doom Levels 

(compatible with Doom 1 & 
I A-Train & Construction Kit 
I Access Denied 
I Aces of the Deep 
[Across the Rhine 
[Addiction 
I Alex D Ice Hockey 
[Alien Breed Tower Assault 
[Alien Legacy 
I Alien Logic 
I Alien Olympics 
[Alone in the Dark & Jack 
[Alone in the Dark 2 
I Alone in the Dark 3 
[Amazon Queen 
[Arcade Pool/Overdrive 
I Archers Macleans Pool 
I Armoured Fist 
[Award Winners 3 
B-Wing 
I Banshee 
I Bat 2 
I Battle Bugs 
I Battle Isle 2 

I Battles of the South Pacific 
I Beneath a Steel Sky 
I Betrayl at Krondor 
I Big Sea 
I Bloodnet 
I Bloodstone 
I Body Blows 
iBody Count 
I Breach 3 
I Burn Time 

■ Burning Rubber 
I Campaign 2 

■ Captive 2 

I Carrier Strike 
I Champ Manager Comp 2 
I Champ Manager Compendium 
I Champ Manager Italia 95 
I Champ Manager Italia 
1 Data Disk 
I Champions of Kyrnn 
I Champions of Sport 
I Chaos Engine 

■ Chess Maniac 

I Chessmaster 4000 Turbo 

■ Civilisation 

I Classic Collection Access 
I Classic Collection Lucas 
I Classic Collection Velocity 
I Colonization 
I Colossus Compilation 
I Combat Classics 3 
Icommanche & Mission Disk 
ICommanche Max Overkill 
I Command Adv Starship 
I Crystal Maze 
I Cyberspace 
I D-Day 
I Dawn Patrol 
I Day of the Tentacle 
I Defender of the Earth 
I Defender of the Empire 
I Delta V 
I Demongate 
I Dennis 

I Dennis & Gnasher 
I Descent 
I Desert Strike 
I Detroit 

■ Doom 

I Doom 2 Extra Levels Vol 1 
I Dragonsphere 
I Dreamlands 
I Dream Web 
I Earthsiege 
I Elder Scrolls 
I Empire Soccer 


PRICE 

2) £19.99 
£14.99 
£22.99 
£24.99 
£27.99 
£19.99 
£25.99 
£19.99 
£19.99 
£28.99 
£15.99 
£25.99 
£25.99 
£28.99 
£22.99 
£12.99 
£12.99 
£24.99 
£22.99 
£13.99 
£19.99 
£24.99 
£22.99 
£24.99 
£28.99 
£19.99 
£25.99 
£19.99 
£24.99 
£11.99 
£19.99 
£19.99 
£25.99 
£25.99 
£19.99 
£19.99 
£22.99 
£24.99 
£19.99 
£8.99 
£19.99 

£15.99 

£19.99 

£12.99 

£19.99 

£22.99 

£22.99 

£23.99 

£16.99 

£19.99 

£16.99 

£28.99 

£14.99 

£22.99 

£25.99 

£26.99 

£19.99 

£25.99 

£22.99 

£23.99 

£27.99 

£18.99 

£12.99 

£12.99 

£26.99 

£20.99 

£19.99 

£22.99 

£31.99 

£20.99 

£22.99 

£22.99 

£9.99 

£27.99 

£18.99 

£26.99 

£25.99 

£25.99 

£16.99 


IBM PC TITLES SX 

Epic 

European Champions 
Evasive Action 
Explorer 
F.P.S. Baseball 
F.P.S. Pro Football 
FI (Domark) 

FI 4 Fleet Defender 

FA Premier League Football 

Fantasy Football 

Fatal Strokes 

Fatman 

Fields of Glory 

FIFA Soccer 

Flight Unlimited 

Flight Sim 5 

Flight Sim Scenery Italy 

Flight Sim Toolkit Deluxe 

Football Glory 

Football Manager 

Football Pro 

Formula One Team Manager 
Frontier Elite 2 
Fun School 4 (5-7) 

Fun School 4 (7-11) 

Fun School 4 (Under 5) 

Fun School Space 
Fun School Time 8-11 
Gabriel Knight 
Genesia 

Global Domination 
Goal 

Graham Gooch Cricket 
Grandest Fleet 
Grandslam 2 (Windows) 

Great Naval Battles 
Hanna Barbara Animation 
Hardball 4 
Harpoon 
Harrier Hayes 
Hired Guns 
Hokum KA50 
Horrondest Fleet 
Imperial Pursuit 
Incredible Machine 2 
Incredible Toons 
Indy Car Racing 
Indy Car Track Pack 
Inferno 

Inordinate Desire 
Ishar 3 
Jetfighter 2 
Jetstrike 
John Madden 2 
Jungle Strike 

Kick Off 3 (Euro Challenge) 

Kids Rule OK 2 
Kingdom 

Kingdom of Germany 
Kingmaker 
Kings Quest 6 
Kryandia 2 
Lambourghini 
Lands of Lore 
Lawnmower Man 
Legend 

Legend of Myra 
Legions 

Legions (Windows) 

Leisure Suit larry 6 
Link Prairy Dune 
Lode Runner 
Lode Runner (Windows) 

Lords of Midnight 
Lords of the Realm 
Lost in Time 
Maelstrom 
Magic Boy 
Magic Carpet 


PRICE 

£20.99 
£9.99 
£20.99 
£25.99 
£25.99 
£25.99 
£18.99 
£27.99 
£18.99 
£19.99 
£22.99 
£16.99 
£27.99 
£24.99 
£31.99 
£25.99 
£14.99 
£31.99 
£19.99 
£22.99 
£25.99 
£29.99 
£19.99 
£16.99 
£16.99 
£16.99 
£16.99 
£16.99 
£24.99 
£21.99 
£24.99 
£19.99 
£19.99 
£27.99 
£28.99 
£9.99 
£29.99 
£22.99 
£12.99 
£28.99 
£24.99 
£25.99 
£28.99 
£12.99 
£22.99 
£24.99 
£19.99 
£9.99 
£28.99 
£19.99 
£21.99 
£30.99 
£16.99 
£18.99 
£20.99 
‘ £19.99 

£9.99 
£25.99 
£19.99 
£23.99 
£26.99 
£22.99 
£19.99 
£22.99 
£17.99 
£19.99 
£9.99 
£22.99 
£22.99 
£26.99 
£16.99 
£22.99 
£22.99 
£22.99 
£26.99 
£25.99 
£25.99 
£16.99 
£28.99 


IBM PC TITLES SX 

Man Utd Premier Champs 4Mb 

Mario Teaches Typing 

Mario's Time Machine 

Master of Orion 

Masters of Magic 

Match of the Day 

Mean Arenas 

Micro Machines 

Microprose FI Grand Prix 

Millenium Return 

Monkey Island 2 

Mortal Kombat 

Mortal Kombat 2 

Mr Blobby 

Nacar Racing 

National Lottery 

Navy Strike 

NFL Coaches Club Football 

Noddy's Big Adventure 

Noddy's Playtime 

Omar Sharifs Bridge 

On the Ball League Edition 

Oregamo 

Outpost 

Overlord 

Pacific Airwar 

Pacific Strike 

Pacific Strike Speech Pack 

Pacific Worlds 

Patriot 

Perfect General 2 
Perfect Trilogy 
Pinball Dreams 
Pinball Fanasies Deluxe 
Pinball Fantasies 
Pinball Illusions 
Pirates Gold 

Police Quest 4: Open Season 
Populous and Promised Lands 
Populous 2+ 

Power Slide 

Power Tactics 

Powerdrive 

Powermonger 

Premier Division Manager 

Premier Manager 3 

Prince of Persia 2 

Private Rightous Fire 

Privateer 

Psycho Pinball 

Quarantine 

Quest for Glory 2 

Quest for Glory 4 

RAC Rally 

Ragnarok 

Rags to Riches 

Railroad Tycoon Deluxe 

Realms of Darkness 

Red Baron 

Red Crystal 

Red Hell 

Renegade 

Retribution 

Return to Zork 

Rex Notator 

Robinsons Requiem 

Rules of Engagement 2 

Sabre Team 

Sam and Max Hit the Road 

San Francisco 

Scrabble 

Seal Team 

Settlers 

Shadow Worlds 

Shadowcaaster 

Sid & Als Incredible Machine 

Sid & Als Toons (Windows) 

Sid and Als Toons Wind 

Silverball 

Sim City 2000 

Sim City 2000 Scenario 1 


PRICE 

£17.99 

£25.99 

£25.99 

£27.99 

£27.99 

£19.99 

£19.99 

£18.99 

£25.99 

£21.99 

£12.99 

£19.99 

£22.99 

£12.99 

£24.99 

£9.99 

£27.99 

£25.99 

£19.99 

£19.99 

£21.99 

£21.99 

£27.99 

£24.99 

£26.99 

£27.99 

£26.99 

£12.99 

£23.99 

£28.99 

£21.99 

£27.99 

£21.99 

£22.99 

£21.99 

£25.99 

£22.99 

£24.99 

£10.99 

£14.99 

£25.99 

£19.99 

£19.99 

£11.99 

£9.99 

£21.99 

£24.99 

£12.99 

£29.99 

£22.99 

£25.99 

£13.99 

£24.99 

£12.99 

£24.99 

£25.99 

£24.99 

£19.99 

£24.99 

£27.99 

£25.99 

£28.99 

£24.99 

£28.99 

£12.99 

£24.99 

£24.99 

£18.99 

£16.99 

£25.99 

£19.99 

£13.99 

£24.99 

£8.99 

£27.99 

£25.99 

£25.99 

£26.99 

£19.99 

£23.99 

£9.99 


IBM PC TITLES SX 

Sim Earth (Windows) 

Sim City Deluxe 
Simon the Sorceror 
Slipstream 
Slipstream 5000 
Space Federation 
Space Legends 
Space Quest Trilogy 
Space Quest V 
Speed Racer 

Split Screen Soccer Manager 
Star Control 2 
Star Trek 2 Last Rites 
Star Trek 25th Anniversary 
Star Wars Chess 
Star Wars Screen 
Entertainment 
Stardust 
Starlord 
Stareach 

Strike Commander 
Strike Squad 
Striker 
Sturrt Island 
Suburban Commando 
Super Hero League 
Super League Manager 
Super Ski Pro 
Super VGA Harrier 
Survival 
T.F.X 

Tactical Manager 94/95 
Tactical Manager England 
Tactical Manager Italy 
Tactical Manager Scotland 
Tegels Mercenaries 
Terminator 2 (Arcade) 

Terminator Rampage 

Tesserae 

Test Drive 3 

The Big Red Adventure 

The Blue and the Grey 

The Complete Chess System 

Theme Park 

Tie Fighter 

Tie Fighter Mission Disk 2 
Tim Robot 
Tiny Toons 
Tornado 

Tracksuit Manager 2 

Transport Tycoon 

Triple Actions 

Turning Points 

U96 

UFO 

Ultima 8 

Ultima 8 SAP 

Ultima Underworld 2 

Ultimate Body Blows 

Ultimate Pinball 

Unnecessary Roughness 

Valhalla 

Veil of Darkness 
Victory at Sea 
Virtual Chess 
Virtual Worlds 
Vital Light 

Voyages of Discovery 
Whales Voyage 
Wing Commander Armada 
World Cup USA 94 
World of Football 
World of War 

World War 2 Battle of South 
X-Wing 

Xmas Lemmings 
Zig & Zag 


PRICE 

£19.99 

£20.99 

£24.99 

£25.99 

£25.99 

£25.99 

£22.99 

£33.00 

£21.99 

£25.99 

£12.99 

£26.99 

£25.99 

£23.99 

£29.99 

£19.99 

£19.99 

£25.99 

£25.99 

£26.99 

£24.99 

£19.99 

£14.99 

£15.99 

£25.99 

£19.99 

£22.99 

£27.99 

£25.99 

£22.99 

£9.99 

£22.99 

£22.99 

£22.99 

£23.99 

£19.99 

£21.99 

£19.99 

£8.99 

£25.99 

£23.99 

£21.99 

£25.99 

£27.99 

£19.99 

£25.99 

£25.99 

£25.99 

£16.99 

£28. 

£16.99 

£22.99 

£29.99 

£27.99 

£19.99 

£12.99 

£25.99 

£19.99 

£18.99 

£24.99 

£21.99 

£21.99 

£28.99 

£19.99 

£19.99 

£19.99 

£22.99 

£14.99 

£25.99 

£18.99 

£19.99 

£19.99 

£27.99 

£27.99 

£9.99 

£25.99 


SOFT EXPRESS PC SPECIALS 


Brutal Sports Football 
Cannon Fodder 
Club Football 
Cyberrace 
Dangerous Streets 
Diggers 
Dogfight 

Doom Editor Pack 
Doom 2 Editor Pack 
Doom Extras Vol 1 
Doom Extras Vol 2 
Doom Extras Vol 3 
Doom Extra Levels 1 
Dune 2 

Dvorak Teaches Typing 
Flashback 

Jimmy Whites Whirlwind Snooker 

Jurassic Park 

King Quest 5 Bundle 

Legacy 

Lemmings 2 

Life and Death 2 Bundle 

Litil Divil 

Mavis Beacon Teaches Typing 
PGA Golf & Courses 
Police Quest 3 
Premier Manager 2 


£5.99 

Prince of Persia 

£7.99 1 

£14.99 

Quik The Thunder Rabbit 

£6.99 1 

£14.99 

Railroad Tycoon 

£12.991 

£9.99 

Raptor Part 1 

£4.99 1 

£6.99 

Reach for the Skies 

£12.991 

£6.99 

Realms 

£9.99 1 

£12.99 

Robocod 

£6.99 1 

£9.99 

Rughy League Boss 

£8.99 1 

£9.99 

Ryder Cup Golf 

£9.99 1 

£9.99 

Silent Service 2 

£12.991 

£9.99 

Sim Earth 

£11.991 

£9.99 

Sim Life 

£7.991 

£9.99 

Sink or Swim 

£6.99 1 

£7 99 

Snaparazi 

£12.991 

£14.99 

Space Quest 1 

£9.99 1 

£9.99 

Space Quest 3 

£9.99} 

£9.99 

Space Quest 4 

£9.99 1 

£12.99 

Special Forces 

£9.99 [ 

£12.99 

Street Fighter 2 

£9.99 [ 

£12.99 

Titus the Fox 

£9.99 [ 

£7.99 

Ultima Underworld 

£9.99 [ 

£14.99 

Wing Commander Academy 

£9.99 [ 

£7.99 

Wing Commander Bundle 

£9.99 [ 

£9.99 

World Atlas 4 

£12.99 [ 

£10.99 

Zool 

£9.991 

£7.99 

Zool2 

£16.991 

ROM TITLES I 


llfh Hour 

£28,99 

Flight Unllimited 

£31.99 

Privateer 

£26.99 

1942 Pacific Air Strike 

£28.99 

Football Glory 

£22.99 

Psycho Pinball 

£19,99 

7th Guest 

£16.99 

Frontier Elite 2 

£19.99 

Quest for Glory 4 

£27.99 

7th Guest/Dune 

£29.99 

FST Compendium 

£12.99 

Quik the Thunder Rabbit £8.99 

Aces Collection 

£28,99 

Fun School 5 ■ Dreamland 

Rebel Assault Bundle 

£19.99 

Aces of the Deep 

£27.99 


£19.99 

Red Ghost 

£25.99 

Advantage Tennis 

£19.99 

Gabriel Knight Bundle 

£19.99 

Renegade 

£28.99 

Alex D Ice Hockey 

£23.99 

Genesia 

£25.99 

Retribution 

£25.99 

Alien Breed Tower Assault 

Ghost 

£25.99 

Rise of the Robots 

£25.99 


£22.99 

Goblins 3 

£28.99 

Rise of the Robots Ltd 

Ed. 

Alien Logic 

£28.99 

Hard Ball 4 

£25.99 


£32.99 

Alien Olympics 

£25.99 

Hard Ball 

£25.99 

Rise of the Triad 

£22.99 

Alone in the Dark 3 

£28,99 

Harpoon Classics 

£19.99 

Robinsons Requiem 

£26.99 

Arcade Pool/Overdrive 

£11.99 

Heimdall 2 

£23.99 

Rugby League Boss 

£9.99 

Award Winners 3 

£22,99 

Indy Jones Fate of Atlantis 

Sam and Max 

£25.99 

BC Racers 

£22.99 


£26,99 

Scottish Open 

£25.99 

Beneath a Steel Sky 

£26.99 

Inferno 

£31.99 

Secret Weapon Luftwaffe 

Betrayl at Krondor 

£22.99 

Iron Assault 

£22.99 


£12.99 

Bioforge 

£31.99 

Izzys Olympic Adventure 

Shoot Em Off 

£19.99 

Blade Warriors 2 

£12.99 


£25.99 

Sim Ant 

£31.99 

Cannon Fodder 

£22.99 

Jungle Strike 

£22.99 

Sim City 

£26.99 

Central Intelligence 

£25.99 

Jurassic Park 

£25.99 

Sim Town 

£25.99 

Champions of Sport 

£12.99 

Kick Off 3 Euro Challenge 

Simon the Sorceror 

£24.99 

Chessmaster 4000 

£24.99 


£19.99 

Skidmarks 

£19,99 

Civilisation/Railroad Tycoon 

Kids Rule OK 2 

£9.99 

Soccer Kid 

£19.99 


£29.99 

Classic Collection Access 

£15.99 

Classic Collection Lucas 

£19.99 

Club Football £22.99 

Cdonizalion £27.99 

Combat Classics 3 £22.99 

Commanche Maz Overkill 

£26.99 

Command Adv Starship£19.99 
Command and Conquer£38.99 


Conspiracy 


£28.99 


£31.99 

£25.99 


Creature Shock £31.99 


Cyberspace 
Dark Forces 
Dark Legions 
Darkseed 
Dawn Patrol 


£28.99 

£28.99 

£27.99 

£27.99 

£27.99 


Day of the Tentacle £19.99 


Delta 5 
Descent 
Desert Strike 
Dominus 
Doom 2 
Doom Ultimate 


£26.99 

£25.99 

£20.99 

£26.99 

£32.99 

£14.99 


Dracula Unleashed £29.99 

Dragonsphere £25.99 

Dungeon Master 2 £28.99 

EkJar Scrolls £27.99 

Empire Soccer £22.99 

Evasive Action MPC £25.99 

FIFA Soccer £24.99 

Fighter Wing £31.99 

Flight Amazon Queen £22.99 Prisms of Ice 


Kings Quest 7 £28.99 

Kingdom (Far Reaches)£25.99 
Lambourghini AC £19.99 
Lands of Lore £27.99 

Lemmings 1 & 2 £19.99 

Litil Divil £17.99 

Little Big Adventure £27.99 
Live Action Football £25.99 
Lode Runner £25.99 

Lords of Midnight £25.99 
Lords of the Realm £24. “ 
Lost in Eden 
Lovers Guide 
Magic Carpet 
Man United Interactive £19.99 
Man Utd Prem Champs £19.99 
Man Utd the Double £22.99 
Mario is Missing Deluxe£28.99 
Monkey Island (XL) £12.99 
Mortal Kombat 2 £22.99 

Myst (Windows) £31.99 
Nascar Racing £25.99 
On the Ball League Edition 

£24.99 

One Tribe (Windows) £38.99 
One World (Windows) £28.99 
Outpost New Version £31.99 
Pinball Dreams Deluxe £25.99 


Split Screen Soccer 
Manager £15.99 [ 

Star Trek Judgement Rites 

£27.99 [ 

Stone Keep £31.99[ 

Strike Commander £31.99 [ 
Subwar V2 and Scenario 

£27.99 [ 

System Shock £27.99 [ 
Tactical Manager 94/95 £9.99 [ 
Tactical Manager England 

£22.99 [ 

Tactical Manager Italy £22.99 [ 
Tactical Manager Scotland 

£22.99 [ 

TFX Bundle £19.99 [ 

The Big Red Adventure £25.99 [ 


The Clue 


£22.99 1 


Pinall Illusions 
Pizza Tycoon 
Play Toons 
Powerdrive 
Powerslide 


£25.99 

£28,99 

£22.99 

£19.99 

£25.99 


The Last Dynasty £31.99 

Thumbelina 
Tower Assault 
Transport Tycoon £27.! 

US Navy Fighters £31' 

UFO 

Ultimate Football £28.99 

Under a Killing Moon £35.99 

Unnecessary Roughness 

£25.99 

Virtual Worlds £19.99 [ 

Wing Commander 3 £35.99 


£12.99 [ 
£22.99 [ 


£25.99 1 


Wings of Glory £28.99 1 

World Cup Golf £27.9! 

World Cup USA 94 £20.99 [ 

World of Soccer £19.99 [ 

Premier Manager 3 £22.99 X-Wing Collection CD £28.99 [ 

£28.99 Zool2 £21.99 
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veryone has a hero. 
Everyone has some¬ 
body they look up to 
and admire, somebody that they’d 
really like to be like. But I’ll bet that 
nobody has ever had a computer game 
character for a hero before. I, however, 
do. His name is Ben, and he’s the 
rough, tough, bike-riding 
star of Full Throttle, 
LucasArts’ latest graph¬ 
ic adventure. Okay, so 
call me sad — but 
spend a few hours in his 
company and I’ll bet that 
he’ll be your hero too. 
Why? Because without 
a doubt, Ben is one 
of the coolest 
game 
heroes 
ever. 



(Above) Here’s Full Throttle’s Ben in his natural habitat - on one massive bike, wheelying down the freeway, not a care in the world. And after you’ve spent an 
hour or so in his company. I’ll bet that you’ll want to join him. 


Built like the proverbial brick, er, 
‘outhouse’, clad in jet-black biking 
leathers and boasting a ox-like stubble- 
covered jaw you could strike matches 
on, Ben is the epitome of biker cool. 
Even better than his looks is his voice; a 
deep, rumbling drawl that makes the 
bloke who did the voice-overs for the 
old Carlsberg lager telly adverts sound 
positively high-pitched. 

Sure, Ben may rough people up from 
time to time. And lie. And steal. But if he 
does, it’s only because circumstances 
dictate that he has to — at the end of 
the day, his heart’s in the right place 
(just to left of the base of his rib-cage, if 
you really want to know). He doesn’t go 


out looking for trouble, the problem is 
that trouble has an unfortunate habit of 
finding him. 

Yes, Ben may be a rebel — but at 
least he’s a rebel with a cause. He’s on 
the run from the law, after being framed 
for the murder of Old Man Corley. 
Corley was the owner of Corley Motors, 
the last bike manufacturer in the 
United States. Unfortunately, 

Corley was murdered by his 
sinister aide, Ripburger, 
who plans to take 
control of Corley 
Motors and turn it 
into a manufacturer of 
— gasp! — mini-vans. 


With his loyal biker gang, the 
Polecats, all thrown in jail as accom¬ 
plices to the heinous crime, Ben has no 
option but to take to the lonely road 
and single-handedly attempt 
to clear his name. But it 
won’t be easy. Not only 
are the police after 
him, but so are 
Ripburger’s sleazy 
henchmen. And then 
there’s the Vultures, the 
Polecats’ arch-rivals, who would 
be more than happy to see Ben fry 
in the chair. 

And, as the game starts, there’s 
another small problem — Ben’s bike is 
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(Below) At certain points in the game Ben has to battle rival bikers on a pre-rendered 3O road. Although (Above) The Corley Motors factory, home of the last motorbike manufacturer in the States. Can you help 

these bits may look a little too arcade-y for some, they’re actually as puzzle-based as the rest of the game. Ben prevent it from being turned into a mini-van production line? 



'»ByNWj 



(Above) Ben hitches a ride through a police road¬ 
block with a less-than-scrupulous truck driver. As 
Ben always says, if it ain’t got two wheels it ain’t to 
be trusted. 



(Above) After Corley’s murder, Ben is nearly killed 
himself when his bike is sabotaged. Luckily his 
battered body is found by a mysterious woman... 


out of commission, thanks to some sab¬ 
otage work by Ripburger’s cronies. And 
as any biker will tell you, if there’s one 
thing worse than being accused of a 
crime you didn’t commit, it’s having 
your trusty hog off the road. I mean, 
Ben’s a reasonable guy, but you can 
push him too far... 

Full Throttle is easily LucasArts’ 
most accomplished and certainly its 
most stylish adventure so far. Anyone 
who knows me will tell you that I’m a 
fully paid-up member of the Official 
LucasArts Appreciation Society; frankly, 

I don’t think they have even the faintest 
clue how to create a duff game. But 
even by their high standards. Full 
Throttle is incredible. 

The graphics, for a start, are simply 
fabulous; the large character sprites are 
all drawn in a bold and very distinctive 
comic-book style, and you can almost 
taste the dust and feel the searing heat 
in the largely desert-based locations. 
The use of beautifully animated 
cutscenes, of which there are many, is 
exemplary, helping to push the plot 
along without ever getting in the way of 
the game. 

The sound is exceptional too. Music 
is used sparingly but to great effect to 
increase the atmosphere and heighten 



tension in the game’s key dramatic 
moments, and the sound effects are 
just great — the roar of Ben’s bike when 
it first revs up just has to be heard to be 
believed. There are plenty of neat, sub¬ 
tle touches, too; for example, whenever 
Ripburger hatches a foul plan, you can 
always hear a faint crow’s squawk in 
the distance. Neat. 

Of course, as Full Throttle is a CD 
adventure, there’s speech throughout 
the game, and personally I don’t think 
I’ve ever heard better. LucasArts was 
one of the pioneers in the use of speech 
in adventures, and the company’s 
wealth of experience is evident here — 
all the characters have voices that 
match their looks perfectly, and the 
quality of acting is outstanding. 
Unlike some other ‘talkies’, you 
never get the feeling that you’re 
just listening to a bunch of 
actors reciting lines in a 
recording studio some¬ 
where (although, 
of course, that’s 
precisely what 
you are doing). 


But it’s very easy to be fooled by 
flashy audio-visual trickery, and, as we 
always say here on PC GAMES with 
monotonous regularity, it’s not graph¬ 
ics and sound that really matter, it’s the 
gameplay. If you haven’t got great 
playability then blah, blah, blah — you 
must know the rest by now. 

The problem in Full Throttles’ case is 
that this little maxim we live and die by 
just doesn’t hold true — it actually is 
because Full Throttle looks and sounds 
so good that I’ve rated it as high as I 
have. Strip away all the cosmetic frills 
and you’re left with, well, something 
like Flight Of The Amazon Queen which 
we reviewed last month — a good, solid 
point-’n’-click adventure, but nothing 
you haven’t seen before. 
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Ben is a man on a mission — to clear his good 
name after being falsely accused of murder! 



The Polecats 


Ben’s loyal gang of bikers are also implicated in 
the crime, and spend most of the game in prison. 



Corley, the ( 
murder victi 




















(Left) There’s sure to be a decent set of forks in 
the junkyard - but the first problem is how to 
get in! Luckily, a bit of crafty lateral thinking 
soon solves that little conundrum. Now there’s 
a rather more serious obstacle to overcome — 
the junkyard is guarded by a vicious, snarling 
dog, and it looks very hungry! Hang on, what 
was that Ben saw in the freezer back at the fat 
artist’s place...? 



(Above) The gasoline tower contains enough 
juice to power a thousand bikes. But while it’s 
easy enough getting inside the fuel dump 
itself, getting to the actual gas is another mat¬ 
ter entirely — the ladder to the top of the 
tower is alarmed, and as soon as Ben touches 
it the police come flying over to investigate, 
guns a-blazing. Looks like this ain’t going to be 
as easy as Ben thought... 



Maureen 


Maureen (shame about the name) helps Ben in 
his quest. But why is she so coy about her past? 




“Hey, honey — I gotta little present for ya!’’ “Oh 
gee, Ben, you’re so romantic. It’s just what I always 
wanted — a can full of gasoline!’’ 


Biker Ben witnesses Corley’s moving and highly- There are easier ways to take out the Cavefish, but 

emotional death scene. If you don’t blub here, your none that are quite so spectacular as ramming 

heart must be made of stone. them with your truck. 


Oh, LucasArts have made efforts to 
do a few things a little differently. The 
player interface, for example, is quite 
clever and unobtrusive — basically the 
mouse pointer highlights any objects 
that can be interacted with, and then by 
holding down the right mouse button 
you can bring up the mandatory action 
icon panel. The good thing about this, 
basically, is that for the most part the 
screen is left clear and uncluttered. 

(Incidentally, talking about the play¬ 
er interface, 1 was pleased to see that 
LucasArts has returned to the old ‘mul¬ 
tiple-choice’ conversation system. 
Although Sam & Max Hit The Road was 
a great game, I was never a big fan of its 
vague ‘talk about a topic’ system 
because I didn’t really feel that I was in 
control of the conversations.) 

Then there are occasional sections 
where Ben’s on the road, battling rival 
bikers on a pre-rendered 3D highway. 
Although these sequences may look a 
little too arcade-like for most adventur¬ 
ers’ tastes, they’re actually quite simple 
to play. And they’re still puzzle-based, 
because success doesn’t come from 
fast reactions but from using the right 
weapons on the right opponents. 

But despite all this. Full Throttle is 
still yer conventional point-’n’-click 
adventure at heart. Admittedly, the 
tone of the game is slightly different to 
previous LucasArts’ games — unlike 
Guybrush Threepwood or Bernard, Ben 
isn’t adverse to using brawn when 
brains won’t work — but essentially the 
gameplay still revolves around wander¬ 
ing between locations, solving puzzles 
by using objects with other objects, and 
talking to people to get clues. 



Ripburger 

Ripburger is the villain of the piece. He’s the real 
murderer and the man who framed Ben. Sod. 


And as adventures go. Full Throttle 
is very good. The plot is excellent, twist¬ 
ing and turning and full of surprises. 
The characters are very engaging, too 
— you really care about Ben’s plight, 
and there’s a genuine urge to help him 
clear his name. In general the puzzles 
aren’t too tough so I doubt whether the 
game will take that long to complete, 
although there were a couple of situa¬ 
tions that had me stumped for ages. 

But while there are tougher adven¬ 
tures available, there are none that 
have Full Throttle’s superb atmosphere. 
It wouldn’t matter to me if Full Throttle 
could be completed in a day — I’d still 
rate It highly, because as a gaming 
experience it has no equal. And it’s all 
down to the brilliant use of graphics 
and sound, which elevate Full Throttle 
from being just another adventure into 
the realm of‘interactive movie’. 

Actually, ‘interactive movie’ Is not 
right, because it conjures up images of 
badly digitised actors (or should that be 
‘digitised bad actors’) shuffling about in 
front of crummy computer-generated 
backdrops. No, a more apt term would 
be ‘interactive cartoon’, although one 
more in the mould of something like 
Akira rather than Disney’s sugary fare. 

I really enjoyed Full Throttle. It’s yet 
another feather for LucasArts to add to 
its already over-adorned cap — these 
guys are so far ahead of the pack when 
it comes to creating top-notch adven¬ 
tures, they’re out of sight. If a better 
game, let alone adventure, comes along 
this year. I’ll eat my leathers. Until Full 
Throttle 2 comes along. I’ll be on the 
road with Ben and the Polecats. 

See you there... 



...King’s Quest VII. Like Full Throttle, 
King’s Quest VII is an attempt to cre¬ 
ate an ‘interactive cartoon’ — and a 
very successful one at that. However, 
it’s a touch too easy to complete, and 
as a cartoon it’s very much like the 
sort of thing Disney would produce — 
slick and glossy, but sentimental and 
occasionally twee. It’s a matter of 
taste, but I’d rather rough ‘n’ tumble 
with Ben than skip alongside Rosella. 




THE GOOD... 

# Excellent characters and intriguing 
plot combine to produce a first-rate 
graphic adventure. 

^ The cartoonish graphics are wonder¬ 
ful and the speech is superbly acted. 

^ Ben has to rank as the coolest game 
hero ever created! 


...AND THE BAD 

% The ‘riding on the road’ bits are less 
than satisfying. 

f[ The puzzles are not that tough. 


95% 


FULL THROTTLE' 


LucasArts/In-house 
( 0181 ) 960 2255 
£TBA Out No w 

MINIMUM SPEC 


33MHz 486, VGA, 8Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib, Pro Audio 
Spectrum and Roland soundcards. 
































Let’s be ‘avingyou then! Alex Simmons takes a gander at the latest batch of old floppy games 
that have had the full multimedia wash-’n’-brush-up. 


The Clue!*'“ 

T he Clue! is an adventure game with 
a difference. Rather than being the 
obligatory Mr Nice Guy who’s out to 
right wrongs, in Neo Software’s adven¬ 
ture you’re actually a thief looking to 
steal everything that isn’t nailed down! 
A bit different from the sickeningly nice 
King’s Quest games, eh? 


Even stranger, when the game 
begins you’re actually dead. As your 
coffin, surrounded by grief-stricken 
family and friends, is sealed and low¬ 
ered into the ground, you’re treated to 
an autobiography that slowly reveals 
the life story of the late Matt Stuvysant 
— although this time round, you make 
the decisions. 

Arriving in London to seek fame and 
fortune, Matt’s initial money-making 



plans are small, limited to doing over 
newspaper stands and ice cream stalls. 
Before you can actually commit the evil 
deed, though, a great deal of ground¬ 
work must be done. The joint should be 
checked out for security measures, 
tools must be bought and fellow gang 
members hired to make sure the raid 
runs smoothly. 

Obviously things get progressively 
more difficult as you undertake more 
ambitious jobs, and when jewellers 
shops and bank vaults become the cen¬ 
tre of Matt’s attention, security guards 
must be drugged and complex alarm 
systems deactivated before he can 
finally stash the cash. 

Visually this CD version of The Clue! 
is virtually identical to the original flop¬ 
py game, the only significant difference 
between the two being the digitised 
speech that features throughout. The 
dialogue is a tad stereotypical, but 
aside from that it’s not too bad at all. 

While The Clue! isn’t the most visu¬ 
ally impressive game ever, it’s still very 
enjoyable — mainly because it’s one of 
the few game that actually allows you 
to do something bad for a change! We 
like that, we do. 



Kompart/Neo Software 

(01438) 840004 

£ 29.99 Out No w 

MINIMUM SPEC 


25MHz 386, VGA, 4Mb RAM and CD- 
ROM drive. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster, Ad Lib 
and Thunderboard soundcards. 



IMick Faldo’s 
Golf Deluxe^” 

D espite the surprising similarity 
between the majority of computer- 
based golf games currently doing the 
rounds, they’re still remarkably popu¬ 
lar and sell by the absolute bucketload. 
Now, many years after the release of 
the pioneering Leaderboard, golf sims 
are still appearing their droves — and 
in the latest batch is Grandslam’s 
decidedly average Nick Faldo’s Golf. 

Using a standard behind-the-golfer 
viewpoint, this enhanced CD version 


features two 18-hole courses plus the 
obligatory practice session in which 
Faldo himself offers you advice on how 
to play the best shot to escape from a 
sand trap, and so on. 

Up to four golfers can compete 
simultaneously either in stroke or 
match play and compete during either 
spring, summer or winter, with the sea¬ 
son determining the type of weather 
conditions and therefore the flightpath 
of the ball. 

Before you actually step out onto 
the fairway, though, you’re treated to a 
brief summary of the course, accompa¬ 
nied by a neat fly-by that picks out the 


sands traps and other obstacles lead¬ 
ing up to the pin. 

Standing at the tee, taking a shot is 
much the same as any other PC golf 
game — simply click the mouse button 
to start the power bar moving, press a 
second time to choose the power of the 
shot and once more to determine hook 
and slice. As the ball flies off into the 
distance, along with the customary 
‘thwack’ as the club strikes home, it’s 
all too easy to notice how disappoint¬ 
ing Nick Faldo’s looks. 

While the character sprite is okay 
(although the stripey trousers have 
sadly been forgotten), the courses are 



grainy and sparse. Worse, the ball 
occasionally disappears mid-flight. 
This makes it very difficult to judge the 
path of the ball, and left me feeling I 
wasn’t entirely in control of the shot. 

The choice of stance, as well as the 
selection of clubs, helps to rectify this 
problem to some extent, but still Nick 
Faldo’s Golf has neither the gripping 
gameplay or the graphical finesse of 
rival golf games, particularly the vastly 
superior Links 386, to keep armchair 
golfers interested. 


GRANDSLAM/CLIf 


25MHz 386, VGA. 2Mb RAM. CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Sound Blaster and Gravis UltraSound 
soundcards. 
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300 Doom Levels 

(compatible with Doom 1 & 2) 
A Train + Construction Kit 
Access Denied 
Aces ot the Deep 
Across the Rhine 
Addiction 

Alex D Ice Hockey 

Alien Breed 2 

Alien Breed Tower Assault 

Alien Legacy 

Alien Logic 

Alien Olympics 

Alone in the Dark & Jack 

Alone in the Dark 2 

Alone in the Dark 3 

Amazon Queen 

Arcade Pool/Overdrive 

Archer Macleans Pool 

Armoured Fist 

Award Winners 3 

B-Wing 

Banshee 

Bat 2 

Battlebugs 

Battle Isle 2 

Battles of the South Pacific 

Beneath Steel Sky 

Betrayal at Krondor 

Big Sea 

Bloodnet 

Bloodstone 

Body Blows 

BodycounI 

Breach 3 

Burn Time 

Burning Rubber 


Campaign 
Captive 2 


Captive 2 
Carrier Strike 
Champ Manager Comp 2 
Champ Manager Compendium 
Champ Manager Italia 95 
Champ Manager Italia Data Disk 
Champions of Krynn 
Champions of Sport 
Chaos Engine 
Chess Maniac 
Chess Master 4000 Turbo 
Civilisation 

Classic Collection Access 

Classic Collection Lucas 

Classic Collection Velocity 

^Ionization 

Colossus Compilation 

Combat Classics 3 

Commanche + Mission Disk 

Commanche Max Overkill 

Command Adv Starship 

Crystal Maze 

Cyberrace 

Cyberspace 

D Day 

Dawn Patrol 

Day Of The Tentacle 

Defender of the Earth 

Defender of the Empire 

Deltas 

Demongate 

Dennis 

Dennis & Gnasher 

Descent 

Desert Strike 

Detroit 

Doom 

Dragonsphere 
Dreamlands 
Dreamweb 
Earth Seige 


£27 99 
£19-99 
£25-99 
£1999 
£19.99 
£19-99 
£28 99 
£15 99 
£25 99 
£25-99 
£28 99 
£22 99 
£12-99 
£1299 
£2499 
£22,99 
£1399 
£19-99 
£24-99 
£22.99 
£24 99 
£28-99 
£19-99 
£25-99 
£19-99 
£2499 
£11 99 
£19-99 
£19-99 
£25-99 
£25-99 
£19-99 
£19-99 
£22 99 
£24 99 
£19-99 
£8 99 
£19.99 
£1599 
£19-99 
£12 99 
£19,99 
£22 99 
£22-99 
£23-99 
£16.99 
£1999 
£1699 
£28 99 
£14-99 
£22.99 
£25 99 
£26.99 
£1999 
£25 99 
£9 99 
£22 99 
£23-99 
£27 99 
£18.99 
£1299 
£12.99 
£26-99 
£20-99 
£19-99 
£22 99 
£31 99 
£20-99 
£22.99 
£22.99 
£27 99 
£18-99 
£26 99 
£25-99 


Elder Scrolls 
Empire Soccer 
Epic 

European Champions 

Evasive Action 

Explorer 

F.PS Baseball 

FPS Pro Football 

FI Domark 

F14 Fleet Defender 

FA Premier League Football 

Fantasy Football 

Fatal Strokes 

Fatman 

Fields Of Glory 
FIFA Soccer 
Fight Unlimited 
Flight Sim 5 
Flight Sim Scenary Italy 
Flight Sim Tool Kit Deluxe 
Football Glory 
Football Manager 
Football Pro 

Formula 1 Team Manager 
Frontier Elite 2 
Gabnel Knight 
Genesia 

Global Domination 
Goal 

Graham Gooch Cricket 
Grandest Fleet 
Grandslam 2 (Windows) 

Great Naval Battles 
Holkum KA 50 
Hanna Barbera Animation 
Hardball 4 
Harpoon 
Harrier Hayes 
Hired Guns 
HorrondesI Fleet 
Imperial Pursuit 
Incredible Machine 2 
Incredible Toons 
Indy Car Racing 
Indy Car Track Pack 
Inferno 

Inordinate Desire 
Ishar 3 
Jetfighter 2 
Jetstrike 
John Madden 2 
Jungle Strike 

Kick Off 3 (Euro Challenge) 

Kids Rule OK 2 
Kingdom 

Kingdoms Of Germany 
Kingmaker 
Kings Quesi 6 
Kyrandia 2 
Lambourghini 
Lands Of Lore 
Lawnmower Man 
Legend 

Legend of Myra 
Legions 

Legions (Windows) 

Leisuresuit Larry 6 
Links Prarie Dune 
Lode Runner 
Lode Runner (Windows) 

Lords of Midnight 
Lords of the Realm 
Lost in Time 
Maelstrom 
Magic Boy 
Magic Carpet 

Man Urntea Premier Champ (4 Meg) 
Master of Orion 
Master of Magic 


£18-99 
£27 99 
£18-99 
£19-99 
£22-99 
£16-99 
£27.99 
£24 99 
£31 99 
£25,99 
£14.99 
£31 99 
£19.99 
£22.99 
£25.99 
£29-99 
£19-99 
£24.99 
£21 99 
£2499 
£1999 
£19.99 
£27 99 
£28-99 
£9-99 
£25.99 
£29 99 
£22-99 
£12.99 
£28-99 
£24-99 
£28-99 
£1299 
£22 99 
£24 99 
£1999 
£9 99 
£28-99 
£1999 
£21 99 
£30-99 
£16 99 
£18-99 
£20 99 
£19-99 
£9.99 
£25 99 
£19.99 
£23.99 
£26 99 
£22 99 
£19-99 
£22.99 
£17-99 
£19-99 
£9-99 
£22 99 
£22 99 
£26-99 
£16.99 
£22.99 
£22.99 
£22-99 
£26.99 
£25-99 
£25-99 
£16-99 
£28 99 
£17-99 
£27 99 
£27 99 



Brutal Sports Football 

£5.99 

Cannon Fodder 

£1499 

Club Football 

£14.99 

Dangerous Streets 

£6.99 

Diggers 

£6.99 

Dogfight 

£12.99 

Doom 2 Editor Pack 

£9-99 

Doom 2 Extra Levels Vol 1 

£9.99 

Doom Editor Pack 

£9.99 

Doom Extras Vol 1 

£9.99 

Doom Extras Vol 2 

£9.99 

Doom Extras Vol 3 

£9.99 

Dune 2 

£10.99 

Dvorak Teaches Typing 

£7.99 

Flashback 

£14.99 

Jimmy White’s Whirlwind Snooker 

£9.99 

Jurassic Park 

£9.99 

King Quest 5 Bundle 

£12.99 

Legacy 

£12.99 

Lemmings 2 

£12.99 

Life & Death 2 Bundle 

£7.99 

Litil Divil 

£14.99 

Mavis Beacon Teaches Typing £7,99 

PGA Golf & Courses 

£9.99 

Police Quest 3 

£10.99 

Premier Manager 2 

£7.99 


Prince Of Persia 

£7.99 

Quik The Thunder Rabbit 

£6.99 

Railroad Tycoon 

£12 99 

Raptor Part 1 

£4.99 

Reach For The Skies 

£12.99 

Realms 

£9.99 

Robocod 

£6.99 

Rugby League Boss 

£8.99 

Ryder Cup Golf 

£9.99 

Silent Service 2 

£12.99 

Sim Earth 

£11.99 

Sim Life 

£7.99 

Sink Or Swim 

£6.99 

Snaparazi 

£12.99 

Space Quest 1 

£9.99 

Space Quest 3 

£9.99 

Space Quest 4 

£9.99 

Special Forces 

£9.99 

Street Fighter 2 

£9.99 

Titus The Fox 

£9.99 

Ultima Underworld 

£9.99 

Wing Commander Academy 

£9.99 

Wing Commander Bundle 

£9.99 

World Atlas 4 

£12.99 

Zool 

£9.99 

Zool2 

£16.99 


Fun School 4 (5-7) 

£16.99 

Fun School 4 (7-11) 

£16.99 

Fun School 4 (Under 5) 

£16.99 

Fun School Space 

£16.99 

Fun School Time (8-11) 

£16.99 

Mano Teaches Typing 

£25.99 

Mario's Time Machine 

£2599 

Noddy’s Big Adventure 

£19 99 

Noddy’s Playtime 

£19 99 


Match of the Day 
Mean Arenas 
Micro Machines 
Microprose FI Grand Prix 
Millennium Return 
Monkey Island 2 
Mortal Kombal 
Mortal Kombat 2 
Mr Blobby 
Nascar Racing 
National Lottery 
Navy Strike 

NFL Coaches Club Football 

Omar Sharif's Bridge 

On the Ball League Edition 

Oregamo 

Outpost 

Overlord 

Pacific Air War 

Pacific Strike 

Pacific Strike Speech Pack 

Pacific Worlds 

Patriol 

Perfect General 2 
Perfect Trilogy 
Pinball Dreams 
Pinball Fantasies Deluxe 
Pinball Fantasies 
Pinball Illusions 
Pirates Gold 
Pizza Tycoon 

Police Quest 4 : Open Season 

Populous & Promised Lands 

Populous 2-»- 

Power Slide 

Power Tactics 

Powerdrive 

Powermonger 

Premier Division Manager 

Premier Manager 3 

Prince of Persia 2 

Private Righteous Fire 

Privateer 

Psycho Pinball 

Quarantine 

Quest for Glory 2 

Quest for Glory 4 

RAC Rally 

Ragnarock 

Rags to Riches 

Railroad Tycoon Deluxe 

Realms of Darkness 

Red Baron 

Red Crystal 

Red Hell 


£19-99 
£19-99 
£18.99 
£25-99 
£21 99 
£1299 
£19 99 
£22 99 
£12 99 
£24 99 
£9.99 
£27.99 
£25-99 
£21 99 
£21.99 
£27 99 
£2499 
£26.99 
£27-99 
£26-99 
£12-99 
£23-99 
£28 99 
£21 99 
£27 99 
£21 99 
£22 99 
£21 99 
£25 99 
£22-99 
£28.99 
£24.99 
£1099 
£14.99 
£25 99 
£19-99 
£19-99 
£11 99 
£9-99 
£21 99 
£24 99 
£12-99 
£29 99 
£22 99 
£2599 
£13-99 
£24 99 
£1299 
£24-99 
£25 99 
£24-99 
£19-99 
£24 99 
£27 99 
£25 99 


Renegade £28 99 

Retribution £24-99 

Return To Zork £28 .99 

Rex Notator £12 99 

Robinsons Requiem £24 99 

Rules of Engagement 2 £24-99 

Sabre Team £18 99 

Sam and Max Hit the Road £16 99 

San Francisco £25 99 

Scrabble £1999 

Seal Team £13-99 

Settlers £24 99 

Shadow Worlds £8.99 

Shadow Caster £27 99 

Sid & Als Incredible Machine £25 99 

Sid & Als Incredible Toons (Windows) £26-99 
Sid & Als Incredible Toons £25-99 

Silver Ball £19-99 

Sim City 2000 £23.99 

Sim Earth (Windows) £19 99 

Sim City 2000 Scenario 1 £9 99 

Sim City Deluxe £20-99 

Simon the Sorcerer £24 99 

Slipstream £25-99 


Space Federation 
Space Legends 
Space Quest Trilogy 
Space Quest V 
Speed Racer 

Split Screen Soccer Manager 

Star Control 2 

Star Trek 2 Last Rites 

Star Trek 25th Anniversary 

Star Wars Chess 

Star Wars Screen Entertainment 

Stardust 

Starlord 

Starreach 

Strike Commander 

Strike Squad 

Striker 

Stunt Island 

Suburban Commando 

Super Hero League 

Super League Manager 

Super Ski Pro 

Super VGA Harrier 

Survival 

TF.X 

Tactical Manager 94/95 
Tactical Manager (England) 
Tactical Manager (Italy) 

Tactical Manager (Scotland) 

Tegel's Mercenaries 

Terminator 2 - The Arcade Game 

Terminator Rampage 

Tesserae 

Test Drive 3 

The Big Red Adventure 

The Blue & the Grey 

The Complete Chess System 

Theme Park 

Tie Fighter 

The Fighter Mission Disk 2 
Tim Robot 
Tiny Toons 
Tornado 

Tracksuit Manager 2 

Transport Tycoon 

Triple Actions 

Turning Points 

U96 

UFO 

Ultima 8 

Ultima 8 SAP 

Ultima Underworld 2 

Ultimate Body Blows 

Ultimate Pinball 

Unnecessary Roughness 

Valhalla 

Veil of Darkness 
Victory at Sea 
Virtual Chess 
Virtual Worlds 
Vital Light 

Voyages of Discovery 
Whale's Voyage 
Wing Commander Armada 
World Cup USA 94 
World Of War 

World War 2 Battles of South 
X-Wing 

Xmas Lemmings 
Zig and Zag 


£25-99 
£22.99 
£33-00 
£21 99 
£25-99 
£12.99 
£26-99 
£25-99 
£23 99 
£29-99 
£19-99 
£19-99 
£25-99 
£25 99 
£26.99 
£24 99 
£19.99 
£14-99 
£15 99 
£25.99 
£19-99 
£22.99 
£27 99 
£25-99 
£22 99 
£9 99 
£22 99 
£22-99 
£22 99 
£23-99 
£19-99 
£21-99 
£19-99 
£8-99 
£25.99 
£23-99 
£21-99 
£25 99 
£27 99 
£1999 
£25-99 
£25-99 
£25.99 
£16.99 
£28.99 
£1699 
£22 99 
£29-99 
£27 99 
£19 99 
£12-99 
£25 99 
£19.99 
£18-99 
£24-99 
£21-99 
£21 99 
£28-99 
£19 99 
£19-99 
£1999 
£22.99 
£14-99 
£25-99 
£18.99 
£1999 
£27 99 
£27 99 
£9.99 
£25-99 


11th Hour 

1942 Pacific Strike 

7th Guest 

7th Guest/Dune 

/Vces Collection 

Aces of the Deep 

Advantage Tennis 

Alex D Ice Hockey 

Alien Breed/Tower Assault 

Alien Logic 

Alien Olympics 

Alone in The Dark 3 

Arcade Pool/Overdrive 

Award Winners 3 

BC Racers 

Beneath a Steel Sky 

Betrayal at Krondor 

Biolorge 

Blade Warnors 2 
Cannon Fodder 
Central Intelligence 
Champions of Sport 
Chessmaster 4000 
Civilisation & Railroad Tycoon 
Classic Collection Access 
Classic Collection Lucas 
Club Football 
Colonization 


£28 99 Combat Classics 3 

£28.99 Commanche Max Overkill 

£t6-99 Command Adv Starship 

£29-99 Command And Conquer 

£28.99 Conspiraw 

£27 99 Creature Shock 

£19-99 Cyberspace 

£23.99 Dark Forces 

£22.99 Dark Legions 

£28.99 Dark Seed 

£25.99 Dawn Patrol 

£28.99 Day of the Tentacle 

£11.99 Delta V 

£22.99 Descent 

£22-99 Desert Strike 

£26-99 Dominus 

£22 99 Doom 2 

£3199 Doom Ultimate 

£12.99 Dracula Unleashed 

£22.99 Dragonsphere 

£25-99 Dungeon Master 2 

£12.99 Elder Scrolls 

£24-99 Empire Soccer 

£29.99 Evasive Action MPC 

£15,99 FIFA Soccer 

£19 99 Fighter Wing 

£22 99 Flight Amazon Queen 

£27.99 Flight Unlimited 


£22.99 Football Glory 

£26-99 Frontier Elite 2 

£19.99 FST Compendium 

£38.99 Funschool 5 • Dreamland 

£28-99 Gabnel Knight Bundle 

£3199 Genesia 

£2899 Ghost 

£28.99 Goblins 3 

£27.99 Hard Ball 4 

£27 99 Hard Ball 

£27 99 Harpoon Classics 

£19 99 Heimdall 2 

£26 99 Indiana and the Fate of Atlantis 

£25 99 Interne 

£20-99 Iron Assault 

£26.99 Izzys Olympic Adventure 

£32 99 Jungle Strike 

£14.99 Jurassic Park 

£29-99 Kick Off 3 Euro Challenge 

£25-99 Kids Rule OK 2 

£28,99 Kings Quest 7 

£27.99 Kingdom (Far Reaches) 

£22 99 Lamborghini AC 

£25.99 Lands of Lore 

£24.99 Lemmings 1 & 2 

£31.99 Little Divil 

£22.99 Little Big Adventure 

£31.99 Live Action Football 


£22.99 Lode Runner 

£19-99 Lords of Midnight 

£12.99 Lords of the Realm 

£19.99 Lost in Eden 

£19-99 Lovers Guide 

£25 99 Magic Carpet 

£25 99 Man United Interactive 

£28-99 Man United Premier Champs 

£25.99 Man Utd Prem Champs Double 

£25 99 Mario is Missing Deluxe 

£19 99 Monkey Island (XL) 

£23-99 Mortal Kombat 2 

£26,99 Myst (Windows) 

£31 99 Nascar Racing 

£22.99 On the Ball League Edition 

£25 99 One Tribe (Windows) 

£22 99 One World (Windows) 

£25 99 Outpost (new version) 

£19-99 Pinball Dreams Deluxe 
£9.99 Pinball Illusions 

£28.99 Pizza Tycoon 

£25.99 Play Toons 

£19.99 Powerdrive 

£27 99 Powerslide 

£19-99 Premier Manager 3 

£17 99 Prisms Of Ice 

£27,99 Privateer 

£25 99 Psycho Pinball 


£25.99 
£25.99 
£24.99 
£31.99 
£2599 
£28.99 
£1999 
£19-99 
£22.99 
£28 99 
£12.99 
£22.99 
£31 99 
£25 99 
£24.99 
£38.99 
£28 99 
£31 99 
£25 99 
£25.99 
£28.99 
£22.99 
£19.99 


£26.99 

£19.99 


Quest tor Glory 4 
Quik the Thunder Rabbit 
Rebel Assault (Bundle) 

Red Ghost 

Renegade 

Retribution 

Rise of the Robots 

Rise of the Robots Limited Edition 

Rise of the Triads 

Robinsons Requiem 

Rugby League Boss 

Sam & Max 

Scottish Open 

Secret Weapons Of The Luftwaffe 

Shoot Em Off 

Sim Ant 

Sim City 

Sim Town 

Simon the Sorcerer 

Skidmarks 

Sooner Kid 

Split Screen Soccer Manager 
Star Trek Judgement Rites 
Stone Keep 
Strike Commander 
Subwar V2 & Scenario 
System Shock 
Tactical Manager 94/95 


£27 99 
£8.99 
£t999 
£25.99 
£28.99 
£25 99 
£25 99 
£32.99 
£22.99 
£26.99 
£9.99 
£25.99 
£25.99 
£1299 
£19.99 
£31 99 
£26.99 
£25 99 
£2499 
£19.99 
£1999 
£1599 
£27.99 
£31.99 
£3199 
£27 99 
£27.99 
£9 99 


Tactical Manager (England) 

Tactical Manager (Italy) 

Tactical Manager (Scotland) 

TFX Bundle 

The Big Red Adventure 

The Clue 

The Last Dynasty 

Thumbelina 

Tower Assault 

Transport Tycoon 

U S. Navy Fighters 

UFO 

Ultimate Football 
Under A Killing Moon 
Unnecessary Roughness 
Virtual Worlds 
Wing Commander 3 
Wings of Glory 
World Cup GoH 
World Cup USA 94 
World of Football 
World of Soccer 
X-Wing Collection CD 
Zool2 


£22-99 
£22 99 
£22 99 
£19-99 
£25.99 
£22 99 
£31.99 
£12.99 
£22.99 
£27.99 
£31 99 
£25.99 
£28.99 
£35,99 
£25,99 
£19 99 
£35.99 
£28.99 
£27.99 
£20 99 
£1999 
£1999 
£28 99 
£21 99 
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ITEM 
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TELEPHONE 
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DIRECT SOFTWARE LIMITED 
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NON EEC (Games only) £4.50 per item. 
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for customer peace of mind. 

All items subject to availability. All prices 
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Short of cash? Money too tight to mention? Got the bank manager on your back? Then get a job, you bleedin 
long-’aired layabout! Alternatively, save some pennies with these cut-price software slices... 


Award Winners Platinum Edition^'’ 


If you’re new to the PC scene, compila¬ 
tions are usually an excellent way of 
stocking up on classic games. Empire 
has traditionally lead the way with its 
Award Winners series and this, the 
third (we think), continues the tradi¬ 
tion, containing three top games that 
should be in everyone’s collection. 

Frontier: Elite II leads the way, and 
is probably one of the best space trad¬ 
ing games available on any format. The 
original’s format has been emulated 
many times, but the classic mix of 
adventuring, trading and fighting has 
never been bettered — except, per¬ 
haps, in this sequel. 

A labour of love by creator David 
Braben, this epic could quite easily 
replace normal life. It’s an open-ended 
game, with no beginning or end — 
there’s an almost limitless number of 
missions, each of which can take days 


or weeks to complete. There’s no goal 
as such; just scrape a living as a trader, 
mercenary or a combination of both, 
buying and selling goods and weapons 
to make a healthy profit — with which 
you can do more of the same. 

Your actions within the game’s uni¬ 
verse affect how others treat you. Go 
about your business peacefully and the 
space police will show no interest, but 
start blowing people up and you can 
expect a more hostile reception. Fans of 
the original lapped this up, while new¬ 
comers to the Elite way of life have been 
equally enthusiastic. A true classic. 

The same could be said about 
Lemmings, DMA Design’s puzzler that 
single-handedly invented a genre. It’s a 
unique blend of puzzle-solving and 
arcade action, and one that proved so 
successful it’s hard to name a format 
not to have its own conversion. 






The idea here is fiendishly simple: 
just guide the required number of tiny 
suicidal rodents to the safety of 
the level exit, and you can 
progress to the next puzzle. 

You do this by giving the lem¬ 
mings new skills that enable 
them to bypass the various 
fatal obstacles that litter 
the scrolling landscapes. 

The graphics, though 
cute in a cheesy kind of way, 
aren’t exactly earth-shatteringly, but 
Lemmings is so playable that even the 
most impressive visuals couldn’t add 
anything to it. Yet another ‘must have’. 

Finally comes Civilization, Sid 
Meier’s classic (that word again) 
empire-building extravaganza. The 






game casts you in the role of the ruler of 
an entire civilisation through many dif¬ 
ferent generations. The idea here is 
simply to exist for as many centuries 
as possible, from 4000 or so years 
before the birth of Christ until pre¬ 
sent day and beyond, perhaps 
colonising space along the way (if 
you can be bothered). 

While Civilization is possibly 
the least immediately accessible 
game in this compilation, it’s certainly 
the most engrossing — a couple of 
hours spent working out the game 
mechanics is a good investment, as 
you’ll be playing this for years to come. 

Award Winners Platinum is a perfect 
trio of games, and an ideal star to any¬ 
one’s collection. Even if you do already 
own Lemmings in one of its many guis¬ 
es, this collection represents fantastic 
value for money. 




Overall 89% 






































































Activision/Various 

(0181) 742 9400 

£TBA Out No w 

MINIMUM SPEC 


33MHz 386, VGA. 2Mb RAM, CD-ROM 
drive and 13Mb of hard disk space. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster and Ad 
Lib soundcards. 


and modem options inject some degree 
of longevity into the proceedings, but 
not enough to save this from being a 
waste of hard disk space. Play Spectre 
at work, if at all possible. 

The adage “if it ain’t broke, don’t fix 
it’’ is one we constantly quote, and 
Super Tetris is no exception to this rule. 
The original Tetris remains one of the 
best puzzlers on any format, but this 
‘sequel’ tries too hard to improve on 
what didn’t need improving, proving 
once again what a commercially-driven 
market this is. If you’re after a decent 
Tetris clone, check out the Public 
Domain libraries as most offer some¬ 
thing miles more playable than this. 

Right from the start. Power Game lit 
wreaks of nastiness. The installation 
routine is tacky and the packaging dire. 
Perhaps compilations like the Award 
Winners series have lead us to expect 
too much from software bundles. I don’t 
know. But one thing’s for sure: the com¬ 
pilation scene is a worse place thanks 
to this pile of rubbish. 


Power Game 111*^“ 


On paper, Activision’s new Power 
Game Ml compilation looks like 
something extra-special. In reality, 
however, it’s absolute crap, doo-doo, 
ka-ka, plops... well, you’ve probably 
got the picture by now. You see, 
while the likes of F-15 Strike Eagle 
III, Spectre and Super Tetris may 
sound like great games, only a 
triple-pack compilation featuring, 
say. Plumbers Don’t 
Wear Ties, along 
with Plumbers Don’t 
Wear Ties 2 and - yes, you 
guessed right! -- Plumbers Don’t 
Wear Ties 3 would be any worse. 

The F-15 games once wore the PC 
flight sim crown. They were in-depth, 
exciting and, at the time, state-of-the- 
art. Now, though, they’ve long been 


sparse landscapes — populated by not 
very much at all — make for some 
extremely boring flying sessions. 

Spectre started life as an Apple 
Macintosh game, and as most of our 
design work is done on those machines, 
the network option proved to be a real 
time-waster. Sadly, as a stand-alone PC 
title, it’s more than a little stinky. 
Graphically, it’s not up to scratch. 
Simple polygons drift smoothly around 
the screen and the frame rate is more 
than adequate, but the whole thing 
looks far too dated, especially in these 
texture-mapped days. 

These would be excusable if the 
game was anything to shout about, 
but it’s not. Spectre is essentially a 
very shallow shoot-’em-up that centres 
around destroying simple enemy craft 
and moving on to the next level, and 
this proves to be far too tedious to be 
worth bothering with. Sure, the network 


superseded by just about everything 
else, and this, the third in the once-clas- 
sic series, leaves something of a sour 
taste in the mouth. It looks pretty 
enough when it’s not moving, but jet off 
into the wide blue yonder and the gar¬ 
ish, primary-coloured graphics start to 
jerky horribly all over the screen. Even 
on a half-decent machine the update is 
embarrassingly poor, making the will to 
delve deeper into the game virtually 
non-existent. 


F-15 Strike Eagle III 
fails both as a serious sim or a fast 3D 
shoot-’em-up. It’s not deep enough to 
cater for most avid flight fans, while the 
































Temptation‘^“ 

CD compilations are usually several 
floppy games on one disc, providing a 
cost-efficient medium for publishers 
to package several titles for relatively 
little cost. After all, one CD is consid¬ 
erably cheaper than ten or eleven 
disks. While this is no bad thing, it’s 
nice to see someone doing things 
properly for a change. That someone 


is Virgin, and the compilation 
Temptation — a mouth-watering 
bundle that contains four genuine CD 
games in one heavy package. 

7th Guest was the first true CD-only 
game, combining breath-taking ren¬ 
dered visuals, full-motion video, adven¬ 
turing and puzzle solving. Compared to 
the recent releases like Ecstatica and 
Little Big Adventure, 7th Guest may 
prove to be a tad too linear for most, 
but those that like a bit of puzzle solv¬ 




ing served alongside their adventuring 
will be more than at home here. 

The story takes place in the man¬ 
sion of the master toy maker Henry 
Stauf, which plays host to some pretty 
horrific events. Mutilated bodies, limb¬ 
chopping and all kinds of nastiness 
abound, making 7th Guest an adult- 
only game if ever there was one. 

Lands Of Lore was Westwood 
Studios second foray into the Dungeon 
Master world, and its experience with 
the Eye Of The Beholder series, which 
the American developer produced sev¬ 
eral years before this, is evident here. 
An atmospheric intro sets the scene, 
and then it’s into the game proper — a 
3D world populated by over 50 intelli¬ 
gent monsters and loads of migraine- 
inducing puzzles. This will keep adven¬ 
turers happy for months to come. 

Hand Of Fate, the sequel to Legend 
Of Kyrandia, is a point-’n’-click adven¬ 
ture that mixes humour with puzzle 
solving to produce a very enjoyable 
romp. As Xanthia, your job is simple: to 
stop an evil curse from wiping out the 




land you love. Brilliant visuals and 
entertaining characters immediately 
impress, while the subtleties of the 
game’s spell mixing soon grab you by 
the ears and refuse to let go. This is a 
worthy sequel to Legend Of Kyrandia, 
with the only drawback being the 
absence of Malcolm, the thoroughly 
evil jester that made the first game 
such a laugh. 

Finally, for all you speed freaks out 
there, comes IndyCar (complete with its 
Track Pack), the brilliant driving sim 
that some reckon is still better than 
NASCAR. There’s something about 
IndyCar racing that makes for an exhil¬ 
arating racer — perhaps it’s the simple 
tracks, or the fact that Our Nige did so 
well In his first season. Whatever, 
adrenaline-junkies will take to this like 
no-one’s business. The only drawback 
is that you need a high-end PC to enjoy 
Indycar at its best. But, hey, that’s the 
price of progress. 

Overall, Temptation Is a top compi¬ 
lation, with something to offer every¬ 
one. And at this price, you you’d be stu¬ 
pid to miss such an opportunity to pick 
up four great games for less than a full- 
price release. 



33MHz 386. SVGA, 2Mb RAM, CD-ROM 
drive, 10Mb of hard disk space and mouse. 


ALSO SUPPORTS 


Joystick; supports all major sound 
cards. 


■ 

































Cannon Fodder 

Anyone strolling down Fleet Street i 8 
months ago would have heard cries of 
“Outrage!” and “Obscene!”, as unedu¬ 
cated hacks discovered the existence 
of Cannon Fodder. The media was at 
the time waging a very real war 
against video games, so the arrival of 
Sensible Software’s shoot-’em-up 
‘glorifying* violence generated miles 
of column Inches as proper journalists 
lashed out at its apparent ‘War Is Fun* 





25l\AHz 386, VGA, 2lVlb RAM, 4Mb of hard 
disk space and mouse. 


Sound Blaster, Ad Lib and Roland 
soundcards. 


message. Sadly, they missed the 
point: Cannon Fodder is pure 
escapism, and nothing more. It*s also 
bloody brilliant — literally! 

Okay, so the premise isn’t the most 
sophisticated around. There’s no plot 
to speak of, no real mission objective to 
strive for — the Idea here is simply to 
blow away all the enemy troops and 
buildings, using whatever firepower 
you can muster. 

But what Cannon Fodder lacks in 
background detail, it makes up for in 
gameplay. Like Lemmings (reviewed 
elsewhere), the control method is 
beautiful — one mouse button 
moves the troops, the other 
fires. This simplicity enables 
you to concentrate on the 
game, rather than wrestle 
with icons, and makes the 
experience all the more 
enjoyable. 

The early levels lead 
you into a false sense of 
security as, come Mission 6, 


you’ll be thrown head-first into some of 
the most cunning booby traps and most 
relentless assaults ever to appear in a 
computer game. The learning curve is 
steep but never frustratingly so. Unlike 
Cannon Fodder 2, things never 
prove to be impossibly difficult — 
with a bit of thought, strategies 
can be formed and victory 
moves ever closer. 

Ultimately, Cannon Fodder is 
something of a computer game 
rarity. Deceptively fiendish but 
immediately playable — and a 
worth purchase for any self- 
respecting games fan. 


Overall 90% 


David Lead better’s 
Golf 

Golf simulations are generally difficult 
to tell apart. Like all good genres, it’s 
often the case that one title becomes 
so popular that following releases 
emulate it to some degree. David 


Lead better’s Golf is a good example of 
this; it’s a competent simulation, but 
place this and any other half-decent 
golf game side by side and it would be 
difficult to tell them apart. 

That said, it’s hard to fault in any 
area. The visuals are lovely and shift at 
a fair old rate — but then, it would be 
bloody hard to cock-up what is essen¬ 
tially a load of green polygons and a 



few tree shapes. The game uses the 
now standard control system (you 
know; click once for power, again to 
hook or slice) and the all the required 
options are present and correct. 

Indeed, once you get into the game, 
it becomes little more than a simple 
reaction test, as most of the options are 
selected automatically (although you 
can, of course, override the computer’s 
natural selection). While this feature 
should appeal to golf novices, it does 
take the challenge out of the game. 

It’s difficult to fault DLG as it’s per¬ 
fect budget fodder. There are plenty of 
courses, nice incidental effects and the 
whole thing is presented nicely. While 
it may not have anything new or innov¬ 
ative to make It stand out from the 


crowd, it’s a solid and well-pro¬ 
grammed simulation that should 
appeal to arcade and golf fans alike. 


PowerPlus/MicroProse 
(01276) 684959 
£16.99 Out Now 

MINIMUM SPEC 


25MHz 386, VGA, 2Mb RAM and 8Mb of 
hard disk space. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster, Ad Lib 
and Roland soundcards. 


Overall 89% 


Falcon 3.0 

Having just sat through the God-awful 
F -15 Strike Eagle III, I was not exactly 
salivating at the thought of re¬ 
appraising another old flight simula¬ 
tor. So it came as some surprise to 


discover that Falcon 3.0 is pretty ace 
— if you forgive its. graphical short¬ 
comings, you’re in for a treat. 

I’ll come clean before I go on; up 
until now I hadn’t played any of the 
Falcon games, so had no idea of what 
to expect. Falcon 3.0 is getting on for 
four years old now, so I thought shoddy 


presentation and cheesy graphics 
would be the soup of the day. And 
although when compared to 1995’s 
simulations, the visuals are a tad 
sparse, they move fluidly enough to 
convey the action. 

It’s all very friendly. The manual is 
initially off-putting, but the reference 
cards and quick start options are all 
you really need to get into the thick of 
things. There are plenty of external 
views, different cameras and assorted 
levels of play — indeed, far too many 
features to list here. Suffice It to say, 
you can’t fault Falcon 3.0 in any depart¬ 
ment and stay fashionable. 

If you broke Falcon 3.0 down Into 
individual components, you could 
name a title that has done each better. 
But as a whole the game hangs togeth¬ 
er nicely. Unlike the other budget flight 
sim release this month, there’s some¬ 
thing for everyone, be it the serious 
simulation fan or action-orientated 
gamer. And for this price, you can’t ask 
for much more than that. 




Po werPlus/MicroProse 
(01276) 684959 
£16.99 Out Now 

MINIMUM SPEC 


25MHz 386, VGA, 2Mb RAM and 12Mb of 
hard disk space. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster, Ad Lib 
and Roland soundcards. 


Overall 80% 


















































shareware 



Haven*t got enough cash to fork out for the latest Interactive Movie from ExpensiveSoft? 
Alex Simmons scours the land of Shareware and finds a bundle of cheap alternatives. 


3D Pitfall 

J. Shramco 

Before you get too excited, this isn’t 
a 3D Doom-style conversion of 
Activision’s classic Atari VCS platform. 
In fact, it’s something a lot less excit¬ 
ing. It is (cue drum roll)... yet another 
bloody variation on the done-to-death 
falling blocks/Tetris theme. 

What’s worse, 3D Pitfall boasts lit¬ 
tle, if any, originality, and I have no 
doubt that you’ll have seen countless 
games of this type before. Let’s be hon¬ 
est, a 3D Tetris game is hardly ground¬ 
breaking, is it? 

For the sake of those unfamiliar with 
Tetris (is there anyone?), the basic aim 
of the game is to guide the coloured 


shapes so they efficiently fill the screen 
without leaving any horrid gaps. 
Complete a line and it’ll disappear, 
allowing you to continue. This is essen¬ 
tially the idea here, but rather than just 
rotating the blocks, now you can flip 
them, spin them and so on... get the 
general idea? 

Although 3D Pitfall is bright, vibrant 
and colourful, it’s all been done before, 
and it’s been done better, too. 
Personally Tm still a great fan of the 
original Tetris - it’s great, and to be bru¬ 
tally honest anything that doesn’t 
improve on it (and 3D Pitfall doesn’t) 
isn’t really worth bothering with. 

• Contact: Transend ( 01274 ) 622228 . 


f Overall 63% 


Rats! 

Sean O’Conner 

Has anyone played the console 
smash Bomberman? If not, why not? Let 
me explain that it’s a brilliantly addic¬ 
tive strategy/arcade action combo in 
which five Legomen stomp around, 
blowing the crap out of each other with 
an infinite supply of time bombs. It’s 
simple, but great fun. 

Rats! is similar to this, although 
here bombs are used to control the 
ever-growing rodent problem in the 
city’s sewers. The damn rats are obvi¬ 
ously on heat as they’re multiplying 
like rabbits, and within seconds 
swarms of the long-toothed rodents are 
scuttling through the maze-like tunnels 
and pipes, spreading disease like wild¬ 
fire and generally causing havoc. 

After a quick wham, bam, thank-you 
ma’am, the blue males and the pink 
female rats spawn a grey infant, and it’s 
these nippy buggers that are difficult 
corner. You are only awarded a bomb 
every few seconds, so they must be 
strategically placed to take out as many 
of the creatures as possible. 

There are other bonuses with which 
to fight the plague-carrying beasts, 
including stop signs which can be used 
to cage in the rats, making the task of 
wiping them out much easier. There is 
also poisoned bait, gender-changing 
icons (that prevent the rats from mat¬ 
ing) and even highly-unstable radioac¬ 
tive canisters that nuke everything in 
the immediate vicinity! 




Featuring a meagre six levels, I very 
much doubt if Rats! will keep you 
amused for more than a couple of 
hours. What’s more, it doesn’t look par¬ 
ticularly brilliant either and runs quite 
slowly. However, it’s quite playable and 
is a fairly enjoyable Windows-based 
game - not bad for a couple of quid. 


• Contact: Transend ( 01274 ) 620536 . 



Blasteroids 3D 

Element Software 

Shareware libraries and bulletin 
boards are brimming over with Asteroid 
clones. And occasionally they even 
spread across to the full-price market 



— Bloodhouse’s Stardust, for example, 
is essentially the same old Atari game, 
but with numerous graphical enhance¬ 
ments and the odd power-up to bring it 
up into the 90s. 

Blasteroids 3D is, as the name sug¬ 
gests, a variation on the classic theme, 
although the customary top-down view 
is replaced by a sprawling three-dimen¬ 
sional starfield packed with tumbling 
asteroids and shiny UFOs that buzz 
erratically through space. 

The aim of the game remains 
unchanged: destroy the asteroids to 
progress to the next level. The aster¬ 
oids appear in the ship’s viewscreen, 
and also on the front and rear scanners 
which allows you to predict which 
direction they’re coming from. 




As ever, each time you manage to 
hit one with the laser (a difficult task, 
mainly because of the awkward con¬ 
trols) it splits in two until the smaller 
rocks are eventually destroyed. As well 
as dodging the occasional space boul¬ 
der, you’re constantly under attack 
from the alien craft too which fire off 
streams of laser fire that is tremen¬ 
dously hard to avoid. 

Of course, your ship is equipped 
with shields and a hyper-jump drive, 
but the protective force-field wears out 
all-too-soon and limited engine power 
prevents you from warping out of every 
single sticky situation. 

While Blasteroids 3D is a novel 
approach to the classic game, it’s 
dogged by ridiculously difficult game- 


play and basic graphics. If you’re look¬ 
ing for a decent Asteroids game you 
won’t find it here — just a substandard 
blast instead. 

• Contact: Transend ( 01274 ) 620536 . 


Overall 5 ^ % 































































































Micro! Deluxe 

Acumen 


XFortress 

Something Software 

A lot of the games you’ll find in 
Shareware libraries and on bulletin 
boards look frighteningly archaic but 
are surprisingly good fun to play. 
XFortress in one of them, and is best 
described as ‘Round’ Tetris. 

The plot behind the game is irrele¬ 
vant, but it explains why rocks cascade 
down the screen rather than coloured 
blocks. In the centre of the screen is a 
fortress and surrounding the castle is 
the unseen enemy who constantly hurls 
rocks at the tower walls. To cut a not- 
so-long story even shorter, the boul¬ 
ders gradually build up around the 
walls until they knock it down. 

This is where you come in, rotating 
the castle (don’t ask me how) so the 
rocks create an complete circle around 
the castle and thus disappear. 
Reminiscent of Tetris, I think you’ll 
agree. A long-range scanner provides a 
means of actually predicting where the 
rocks will next appear. 

With four difficulty levels, ranging 
from easy-peasy to ‘rock’ hard (groan), 
XFortress is simple yet playable enough 
to keep you coming back for more. 

• Contact: Transend (01274) 622228. 


Overall 73% 



It’s amazing, but the little guy in 
Micro! Deluxe bears an uncanny resem¬ 
blance to our esteemed Ed, Dave 
Upchurch. Why? Well, he’s round, he’s 
cute and he spends most of the day 
playing with things. Admittedly Dave 
isn’t bright purple, but that’s just a 
minor detail. 



Patriot Commander 

Timber Valley Software 

Let’s get one thing straight. Patriot 
Commander is Missile Command. 
There’s no two ways about it — it looks 
like the ageing classic, it plays like the 
ageing classic... it’s even as basic as 
the ageing classic! 

As if you didn’t already know, the 
aim of the game is to destroy the 
incoming missiles before they strike 
their targets, one of eight buildings, 
landmarks and military installations 
that sit helplessly at the bottom of the 
screen. You too are equipped with mis¬ 
siles, and with these you counter¬ 
attack the relentless invasion. Strictly 
limited ammunition makes this task 
considerably harder, as do the five dif- 


Anyway, Micro! Deluxe is a simple 
puzzle game in which mirrors and other 
objects must be placed, moved and 
angled to deflect a laser through a 
maze and avoiding the obstacles. It’s a 
bit like Gremlin’s Deflektor, if you can 
remember that far back. 

This Shareware version contains 
some 20 levels, starting off with simple 
puzzles containing just a couple of mir¬ 
rors and a few orbs that must destroyed 
by the laser’s passage. Later in the 
game the levels scroll in all four direc¬ 
tions, and various other elements, 
including splitters (which split the laser 
beam In two) and switches (which 
change the colour of obstacle to allow 
the laser to pass by), are introduced, 
making it increasingly more complex 
and therefore tougher. 

Sporting simple graphics and sound 
(of which a few of the samples are 


ficulty levels accessed via the pull¬ 
down menu. 

Visually Patriot Commander is 
sparse, featuring a handful of grainy 
monotone backdrops which, unfortu¬ 
nately, often make the incoming mis¬ 
siles difficult to see and therefore make 
the game almost impossible to play. 




remarkably similar to various Pet Shop 
Boys tracks). Micro! Deluxe is fun and 
although it’s not up to the same level 
as the likes of Doom, should keep 
Shareware scourers more than happy. 
• Contact: Transend (01274) 620536. 


Overall 77% 


Flowever, these backgrounds can be 
switched off, and what you’re essen¬ 
tially left with an extremely accurate 
and therefore playable version of the 
VCS classic. Missile Command. 

• Contact: Transend (01274) 620536. 



Where can I get this lovely Shareware? 


If you’re on the look-out for Shareware, here’s a list of just 
some of the friendly and helpful Shareware libraries that 
you might like to try. Why not ask them to send you a cat¬ 
alogue of their games, or alternatively check this very 
magazine for adverts. 

Transend Services BBS (01274) 622228 
Transend Services Ltd (01274) 620536 
Testware UK Ltd (01423) 886415 
PD Soft (01702) 466933 

Note that Shareware libraries often charge different 
prices for the same games, so always remember to shop 
around to find the best deal. 

Also, remember that you’ll usually pay by the disk, 
not by the individual game. This means that if one disk 


costs, say, £2 then a game like Raptor (which comes on a 
total of three disks) will set you back £6. Postage & 
Packing is normally included and, if it isn’t, go some¬ 
where where it is. 

Rather than scouring the libraries for shareware, if 
you’ve got a modem why not try giving the following BBS 
systems a call. Initial on-line time is free but for more 
access most systems will charge you a small annual sub¬ 
scription fee. 

After Hours BBS (01785) 228214 
On-Line BBS (01839) 661199/88/77 

As ever, the games featured here and a whole lot more 
are available on CompuServe and on the increasingly pop¬ 
ular Internet. 


Going on-line with CompuServe 


If you have a PC and suitable communications software, 
then you can log onto CompuServe immediately. 
CompuServe’s London dial-up node accepts all modem 
speeds up to 14,400bps and can be reached by dialing 
(0171) 490 8881. Simply dial this number and then type 
in the following responses to the system requests 

(shown on the left): 


HOST NAME: 

CIS 

USER ID: 

177000,5606 

PASSWORD: 

EXPLORE/WORLD 

AGREEMENT NUMBER: 

UKPCGAME 

SERIAL NUMBER: 

93006 

If you have any 

problems, simply call 

CompuServe’s Freephone helpline on (0800) 289458. 
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SUBSCRIBE TO PC GAMES NOW AMD GET 

A FREE GAME WORTH UP TO £ 44 . 99 /* 



Worth £44.99! 


We know you. You’re a dedicat< 
gamesplayer, the sort of person wh( 
and breathes quality entertainmeni 
ware. Which is, of course, why you rt 
GAMES, the World’s most excellent i 
magazine, for its up-to-the-minute 
exclusive previews, hot reviews, 
easy-to-follow tips, in-depth fea¬ 
tures and the best cover disks and 
CoverCDs in the business. 

But there’s a problem. It’s a smal 
problem, true, but still a problem. And it 
that every time a new issue of PC GAMI 
appears, you have to trot all the way to 1 
shops to buy it, wasting valuable time th 
you could otherwise spend completir 
Dark Forces or Little Big Adventure. 

It’s not a problem not any more. 

Yes, we’ve teamed up with Virgil 
Interactive, Ocean Software, Gremlir 
Interactive, Codemasters and Psygnosis 
to bring you this offer. By subscribing 
to PC GAMES, you not only get twelve ^ 
issues of gaming excellence delivered 
straight to your house, you also get: 


Those Free Games In Full! 


Inferno 

Ocean— Available on CD only! 

DID’s long-awaited sci-fi extravaganza is here — and it’s bril¬ 
liant! Back in our October 1994 Issue we reckoned it was “bril- 
* liant... a true, cinematic space opera on a massive scale,” and 
h awarded it a whopping 92%! 

Min specs: 25MHz 486, VGA, 4Mb RAM and CD drive. 


Premier Managers 

Gremlin —Available on both HD & CD! 


• A FREE GAME worth up to 1 
£44.99 — take a look at the ^ 
goodies on offer!* 

• 14 ISSUES FOR THE PRICE OF . 
when you pay by Direct Debit! 

• FREE POSTAGE - your copy 
PC GAMES will be delivered to ^ 
your door days before it’s ii 
the shops! (UK only.) 

• MONEY OFF the CD Edition! 

• PRICE PROTECTION for a year 
— this offer is inflation-proof! ' 

• GUARANTEED DELIVERY of your 
issue of PC GAMES each month! 


\ th 


r The Premier Manager success story shows / 

no signs of stopping in this, the series’ third and 
r finest incarnation. We gave it 91% in our April 1995 Issue and 
f stated: “Premier Manager 3 is a superb game that will keep you occupied for months.” 

Min specs: 25MHz 386, VGA, 4Mb RAM and mouse. 

Jungle Strike 

Gremlin — Available on both HD & CD! 

Take to the skies — and the ground too this time! — in the excellent sequel to Desert Strike. 
You’ll need brains as well as brawn to defeat the evil terrorist plot to nuke the States. In the May 
1995 Issue we proclaimed it “one of the most captivating blasts of late” and awarded it 8i%! 
Min specs: 33MHz 386, VGA and 2Mb RAM. 


Psycho Pinball 

Codemasters — Available on both HD & CD! 

W Bring home all the excitement of the arcades with this excellent simulation of the 
^ noble art of pinball. As we said in our April 1995 Issue when we awarded it 90%, Psycho 
Pinball is “immensely addictive” and “simply the best ‘pinny’ game on the PC”. 
m Min specs: 25MHz 386, VGA and 4 Mb RAM. 

■ (Please note that you must pay an additional £5 if you select this game.) 

f Cannon Fodder 2 

f Virgin — Available on HD only! 

If you thought you’d won the war when you finished the original Cannon Fodder, then 
think again. Yes, those tiny little blokes with gun are back, ready and willing to tackle their 
toughest missions yet. We awarded the original 92%, and this sequel is just as good. 

Min specs: 25MHz 386, VGA and 2Mb RAM. 


I Ecstatica 

Psygnosis — Available on CD only! You must be over i8 to order this game! 

t just when you thought no-one could top Infogrames’ superb Alone In The Dark games, 
along comes Ecstatica from Psygnosis, a super-spooky 3D adventure set in a town bedevilled 
by werewolves and minotaurs. In our January 1995 Issue we reckoned Ecstatica was “one of 
^ the most exciting and innovative games of the year”, and gave it 92%! 

Min specs: 33MHz 386, VGA, 4Mb RAM and CD drive. 


Why not subscribe today and take advantage * Excepting Psycho Pinball — please add £5 to the subscription price if you select this game (i.e. the UK subscription price of 

of this great offer? Go on, you know you want to. the HD Disk Edition of pc games becomes £52.40 instead of £47.40). 















SUBSCRIBE BY POST! 

It couldn’t be easier! Simply select your free game from those on offer, 
fill in the form, enclose payment and then send it all to; 

PC GAMES Subscriptions, EMAP Consumer Magazines, 
FREEPOST (LE5981), Leicester LE87 4AB. 

(Note that there’s no need for a stamp if you’re sending your application 
from within the U.K.) 


SUBSCRIBE B/PWO/VE' 

If you’re feeling particularly lazy, you can order by Credit Card directly 
over the phone. Simply call the subscriptions hotline any time between 
9.00am and 5.30pm weekdays on; 

(01858) 468888 

Please remember to quote the Source and Offer Code when ordering. 


PC GAMES SUBSCRIPTION ORDER FORM 


YES! I want nothing more than for PC GAMES to plop through my letterbox 
on a regular basis! (And who wouldn’t?) 

Please tick the following boxes as applicable. 

SUBSCRIPTION RATES (12 Issues, Including postage) 


HD Disk Option 

□ £47.40 UK 

□ £55.00 ROW Surface 

□ £65.00 Europe Airmail 

□ £95.00 ROW Zone i Airmail* 

□ £95.00 ROW Zone 2 Airmail* 

HD Disk Free Gift 

□ Cannon Fodder 2 (JO7) 

□ Jungle Strike OO9) 

□ Premier Manager 3 (Jii) 

□ Psycho Pinball (J13) Pay £5 extra. 


CD-ROM Option 

□ £49.40 UK 

□ £67.00 ROW Surface 

□ £77.00 Europe Airmail 

□ £107.00 ROW Zone 1 Airmail* 

□ £107.00 ROW Zone 2 Airmail* 

CD-ROM Free Gift 

□ inferno (JOS) 

□ Jungle Strike (Jio) 

□ Premier Manager 3 O12) 

□ Psycho Pinball (J14) Pay £5 extra. 

□ Ecstatica (J15) 


The free gift and Direct Debit offers are open to UK residents only. 


Name;...., 

Address;. 


.Postcode;. 


□ Please tick this box if you do not wish to receive any direct mail that EMAP 
Images Ltd feels may be of interest to you. 

Offer closes: 5th July 1995 Source code: IJ19 

Please allow 28 days for fulfilment from receipt of order. Your game is sent separately from your first 
issue. EMAP Images reserves the right to provide an alternative game/offer in the unlikely event that 
your requested game should become unavailable. 

* ROW: Rest of the World; * Zone i: Middle East, Africa, United States Of America, South America, Hong 
Kong, Singapore, Pakistan, Indonesia; * Zone 2: Australia, China, Japan, Pacific. 


METHOD OF PAYMENT 

No. 724096 

DIRECT DEBIT (UK ONLY) 


«) 


DIRECT 

Debit 


Get 14 issues for the price of 12 plus a free game 

Sort Code; □□□□□□ Account Number; □□□□□□□□□□a 


Account; 


Holder(s);. 

Bank;.Branch;.. 

Address;. 


.Postcode;. 


Please pay EMAP Consumer Magazines Ltd Direct Debits from the account 
detailed on the instruction subject to the safeguards on the Direct Debit 
guarantee. 


Your Signature(s);. 
Date;. 


Originators identification number: 724096 

N,b, Banks may refuse to accept instructions on some types of accounts. No 
acknowledgement required. 


CREDIT CARD PAYMENT 

Please charge my □Visa/QAccess/QMastercard/QAmex. 

Card Number:... 

Card Expiry Date:. 

Your signature:.Date:.. 


CHEQUE 

A cheque is enclosed for £.. 
EMAP Images Ltd. 


..(sterling) made payable to 




The Direct Debit Guarantee 

• This Guarantee is offered by all Banks and Building Societies that take part in the Direct Debit Scheme. The efficiency and security of the Scheme Is monitored and protected by your 
own Bank or Building Society. 

• If the amounts to be paid or the payment dates change, you will be told of this in advance by at least 14 days as agreed. 

• If an error is made by EMAP Images Ltd or your Bank or Building Society, you are guaranteed a full and immediate refund from your branch of the amount paid. 

• You can cancel a Direct Debit at any time by writing to your Bank or Building Society. Please also send a copy of your letter to us. Please allow 28 days from receipt of order for fulfilment. 
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More novelty fridge magnet 


than game hero, cyborg Lex*s 


life should be made that bit 


easier by the following tips for 


Origin’s sci-fi stomper... 


This month we rip apart Discworld, and also reveal game¬ 
winning tips for Mortal Korn bat 2 and Premier Manager 3, 
But first, here*s the complete solution to Origin*s brilliant.. 


BioForge 




from leaving the cell. The robot 
will have short-circuited the 
force bars, making them spark 
on and off, so carefully time 
your run and nip out when the 
power shuts off. 

Walk up the corridor and 
take the severed arm, then 
run in to Cell 1 when the 
forcefield flicks off. 

Inside Caynan will 
attack, so either use the 
meat to distract his atten¬ 
tion or beat him to death 
with the bloody limb! Grab 
the fork, the log-book and 
the photograph from the 
floor, then leave the cell 
by running through the 
force bars. 

Drop the arm on the 
floor then, using the fork, 
prise open the control panel by the blast door and 
examine the circuit board inside. This is the first puz¬ 
zle Lex will encounter, and is therefore extremely 
easy, just create a circuit between the two nodes on 
either side. One word of warning, though — Lex will 
get an electric shock if the circuit is connected and 
does NOT link the nodes. 

Once the magnetic lock has been deactivated, 
push the blast doors apart and head through into the 
guard room. Examine the monitors at the back of the 
room, more specifically the screen on the far right 
which displays a view of cell block 4. Deactivate the 
force bars. 

Use the left-hand computer terminal on the desk 
and switch the nursebot over to manual control. Using 
the arrow keys, guide the robot out into the corridor 
and use the mechanical pincers to pick up the severed 
arm. Move the nursebot into the guard room and 
across to the palm reader next to the huge steel doors. 
Position the robot so the arm lies on the reader. 

Leave the guard room and run down to Cell 4, tak¬ 
ing the flute and log-book from inside. Read the log 
with care, as inside is the password for the security 
door (you’ll find it hidden somewhere in Entry 12). 

Return to the guard room and access the desk 
computer on the right, tapping in the code you just 
discovered in the log. Walk across to the palm reader 
and the door should open when you stand on the pres¬ 
sure-sensitive panel. Walk inside. 


The Great Escape 

Woken abruptly by a splash of water on his face, 
Lex has more immediate problems than rust on his 
armour. Before Lex can escape from his cell the nurse¬ 
bot must be defeated, so switch into combat mode 
and either punch or kick the robot until it spins out of 
control and crashes into the forcefield bars. 

Grab the meat and the log-book and scour the data 
files for any clues. Now turn your attention to the 
sparking electrified forcefield which prevents you 


















































BioForge C tips 
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Freeze! 

A guard robot patrols the corridor, and will nuke 
Lex if he’s picked up by its sensors. Quickly run along 
the corridor and duck Inside the elevator opening and 
wait for the robot to stomp past, then nip into the cryo 
chamber at the far end. 

At the control panel on the far wall, hit the red 
switch to open the iris valve and then turn the wheel 
to release the Cryo fluids. At this point the hypersleep 
capsules will depressurise, so examine the cryo mon¬ 
itor on the wall to the left of the entrance. View the 
data files on chamber i, then hit the emergency button 
to release the Cyber-Raptor. 

Avoid the raptor’s gnashing jaws and run across to 
the control panel, shutting off the cryo fluids and clos¬ 
ing the Iris valve. Wait for the raptor to stagger across 
and attack, then beat it to the ground so eventually it 
slumps unconscious over the iris valve. Hit the red 
button again, so the raptor falls through the hole. 
When the fighting begins in the chamber below, turn 
the wheel to release the freezing cryo fluids. Wait a 
few seconds, shut off the cryo valve, then venture 
down the ladder. 

The cryo fluids will have turned the two monsters 
into giant-sized ice-pops, so walk carefully past, along 
the walkway and down into the tunnel. 

At the junction, climb into the right-hand tunnel 
that leads to Cell 2 and defeat the Mondite guard 
when he stirs. Take the blaster, return back down the 
tunnel and along the walkway, up the steps and back 




Prepare To Meet Thy Maker 

Inside the operating room, Doctor Mastaba takes 
control of Lex using a remote device, and then pro¬ 
ceeds to demonstrate his powers on a hapless guard. 
A laser blast and one dead guard later, Mastaba’s con¬ 
trol pad is crushed by Dane causing Lex to collapsetp 
the floor, unconscious. 

When he wakes up, Mastaba is gone and Dane is 
begging to be killed. Show Dane the photograph, then 
kill him by removing the battery from his leg. Charge 


your health up to full, then replace your battery with 
Dane’s. Take the healing device from the floor and 
leave the room. 

Walk through the door at the end and Into the con¬ 
trol room. Defeat the guard, then enter the hardsuit 
machine in the far corner. Kitted out in the power 
armour, walk down to the sub-level and access the 
Icarus computer, selecting the ‘Access Icarus’ option. 
Down In the machine room, kill the guard and take his 
walkie-talkie. Listen to Doctor Escher’s distress sig¬ 
nal, then take the Alien Cube from the ground and nab 
the battery from the front of the jet-bike — but only if 
you need It. 

Take the elevator back to the control room and 
examine the reactor monitor (the far-right screen next 
to the hardsuit machine). Get the reactor code, then 
use the robot control panel (on the left, at the bottom 
of the stairs) to move the tracked droid out of the con¬ 
trol room, down the corridor and Into the reactor room 
on the left. Move through the airlock, wait for the door 
to open and then approach the guard droid before 
pushing it over the ledge. 


into the corridor patr(^ed by the 
Step inside the elevator and zip up 


Tower A«aultA 

Stand by the ^vator door, facing away from the 
six hoverbot guards waiting in :he ^ss dome. UsIm 
the blaster, reflect your shots c ff thelar elevlor wdl 
so they bounce back liito the doma andlhjjbefuliy 
strike the robofts. It may take some timelJ let tlte 
angle just righr^and take car ? not ti shM arectW 
back at yourselft^e first two ‘rots c^ be fmmted || 
this way, but t(^ destroy the rerrtinii® fou A a mifl 
stand in the elevator doorway aM bHuncef» shot| 
off the glass dome. ^ 

When all six hWibeei^iminated, run around tjpe 
side of the lift and^proacn the cowering guard. Fire 
off the blaster twIcAdon’t shoot the guard, though) 
and he’ll agree to pbwer up the proton cannon. j 
To use the cannln, simply step up to the controB 
and tap the SPACE ^r. When the Mondite ship fl!« 
past, shoot It down in a hail of laser fire. Then, when 
the second dropship\turns to face the dome, cfuickjl 


let off a few volleys befcfl 
you hang around too lorn 
and the game will end. * 
Head back to the eley; 
Kill the robot guard by bo 
vator wall, then head out 
the first door on the left. 
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Access Granted 


vate the light bridge, sending Drogg tumbling into the 
depths of the reactor. 

Switch the light bridge back on, then run across to 
the central ledge and pull the levers on either side of 
the platform. Quickly use the computer terminal 
input the reactor code to prevent the whole place 
blowing sky-high. Leave the reactor room and 
back to the main elevator. 

Take the lift down to Level 4. When Lex stepi out¬ 
side the door will automatically close behind hj^, and 
a guard droid will enter at the opposite end of the 
dimly-lit corridor. The robot must be de^royed (it 
takes approximately five blaster shots), andfthis is rel¬ 
atively simple provided you keep moving -I stand still 
and Lex will be obliterated within second^. Once the 
robot has been destroyed, open the airlock using the 
key-pad. This puzzle is quite simple, and is completed 
by illuminating the top and bottom lines onl^ grid 

The Great Outdoors 

Outside, run along the platform and into the lift on 
the left. Run along the ledge, dodgina the robot 
blasts, and into the tunnel. At the other Side, climb 
down the grey blocks and, at the bottom, use the Alien 
Cube. This will transport you across the add pdols. 
Keep using the cube until you reach the far sic 
drop down off the block and on to the ground n^lt to 
the dropship wreckage. 

Go straight inside the dropship to avoid thb acid 
beast and approach the steel bars at the end of ship. 


Take 


corpse, :hen 


steps ar d use 


When you try tof leave, the gate willlopen and Captain 
Tumolt will trui^e out in full ba|tl|' armour. Fight the 
captajn in hani^o-hand combatfaithe blaster is use- 
Mnst hjs thick armoured suit.1 

3 ig gun and the keyjdevice from his 
ise the key to open the gate. Climb the 
the weapon computer at the back. Fire 


off a resile t d attract the acid beast’ 
wait ft the c eature to wade across 
off ano :her rc cket to wound the beastj then swi 
the ter ninal i ind leave the dropship. 

bends down and suddenly reali^^ he’s holi 
bomb,jrun toTfte right, stj|id on tl 


use the' Alien Cube to zip 
the aci^ lake. Wbrp act^s 
onto tf e iron wallkway] 
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next to the blast (door 
Retiirn to thrf drop 
gun, then heae/Jack to 
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Th€ 

Down afNtAe dig site, destroy the shrimp^ 
(aSain, the blaster is useless) before rushing 
Doctor Escher. Wait for her to stop talkin; 
the medical device to cure her super^faL| 
then take the alien translator she offer* 

Use the hardsuit machine to returw^W^face, 
then leave the tunnel and run left, nk to’lFe weird 
alien blocks by the acid lake. Use thjBube toVeleport 
across to the far left (NOT back to tne crashysite) and 
walk into the alien temple. Use the scanne/to trans 
late the runes on each of the walls 

Leave the temple and return to/WdTg site, back 
across the blocks. Leave the cave and wter the tomb 
of'soldiers through,the door at the top of the screen. 
Within second^rogg bursts through tlL ceiling and 
,t;acks, so retaliate with kicks punches. When 
■Qgg retreats, follow him into thf dfgjafite and watch 
Isactions. 

Back in the tomb of soldiers, ffce open the glow- 

J g sarcophagus and examine tha puzzle on the 
ien’s chest. Again, it’s quite simplejand is solved by 
etching the bottom|pattern with tfi top by moving 


-I- - ' 




It's Gonna Biowl 

Leave the control room and head for the reactor 
room. Step inside the airlock, making sure you’re 
wearing the hardsuit otherwise Lex will suffocate. 

(The following section is against the clock, so 
don*t hang around!) 

Inside the reactor room itself, activate the light 
bridge by hitting the far panel, then run across the 
bridge to the central platform. Using the blaster, fire 
off a couple of shots at Drogg, luring him towards the 
bridge. When he turns and starts to chase you, spin 
around and run back towards the airlock and deacti- 
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BioForge ( tips ) 



the Rubik’s Cube-style blocks (see above). Once the 
puzzle is solved, the force shield will deactivate, 
allowing Lex to grab the talisman from around the 
dead guy’s neck. 

Head back to the dig site and use the talisman on 
the blue control panel. This turns on the gravity tube, 
so dive in. At the junction, use the alien computer and 
press buttons 2, 4, 6 and 8 (as shown in the ‘Access 
Granted’ panel nearby). Jump inside the newly-acti¬ 
vated tube to ride to the zero-G room. Floating help¬ 
lessly in mid-air. Lex is completely unable to physical¬ 
ly move around, although he can propel himself along 
by firing his blaster. 

Having used the force of the laser blast to fly 
across the chamber to the far door, enter the glass- 
floored room where you’ll confront Drogg for the very 
last time. Again, fight him in hand-to-hand combat, 
but watch out for the two weak floor panels which fall 
through if you stand on them for too long. Grab the 
reflective suit device from Drogg’s bloody cadaver, 
switch it on and walk through the shimmering force- 
field on the far side of the room. 



leading to the landing platform. Watch out for the 
lasers firing from the dropship — avoid them by wait¬ 
ing for the blasts to explode on the ledge in front 
before continuing along to the elevator. 

The €nd Is Nigh 

At the top, fight the guard protecting the airlock 
then unlock the blast doors by solving the simple 9- 
button puzzle on the control panel. Run through the. 
airlock (you must be wearing the reflective suit to sur¬ 
vive) and along into the elevator. Take the lift to Level 
3 and defeat the guard lurking in the corridor. Enter 
the operating room and use the computer to look up 
Lex’s true identity, tapping in Doctor Escher’s security 
code to unlock all protected files. 

Leave the operating theatre and enter the control 
room. Take the elevator down to the Icarus project 
sub-level and replace the battery in the front of the 
bike with the power cell from Lex’s leg. This should 
power up the craft, allowing Lex to climb in. 

And that’s it. Escaping on the jet bike. Lex’s ^ 
plight is at last over. As is the game. ^ 


Far Out 

Inside the weird alien chamber, use the console on 
the left. Solving the puzzle is easy and should take 
next-to-no time (see the ‘Alien Logic’ panel for a guide 
as to how to do this), and when you do so the cham¬ 
ber will flicker into life. An alien learner will glide 
towards you — talk to it and accept the battery it 
offers. Swap Lex’s old battery with the new one. 

Return to the gravity tube junction, crossing the 
zero-G room by firing your blaster. Once again use the 
alien monitor in the centre of the room, but this time 
enter the code 1, 6 and 8 (again, referring to the 
‘Access Granted’ panel), before jumping inside the 
newly-opened warp tube. 

Dodge the asteroids and flying debris, otherwise 
Lex will be smashed to pieces. At the same time step 
on the triangular icons on the floor, which rotate the 
patterned rings in the distance. To stop the debris, 
line up the blue highlighted icons so they all face 
down. When the gravity rings open up under the acid 
lake, jump into the tube and ride back to the junction, 
and then leap through the warp that leads to the dig 
site. Defeat the shrimp robot then take Doctor 
Escher’s log-book, reading through it to find her med¬ 
ical computer access code. 

Back at the tube junction, enter the code 1,4,6 and 
8 to open up the last gravity tube. Before you leap 
inside, examine the view screen on the wall next to the 
tube and watch as the space marines patrol the alien 
temple. Hit the button on the side of the panel to move 
the orb in the centre of the room. When the marine 
peers down the hole, hit the button again to crush him 
under the weight of the stone ball. Raise the orb once 
more, and the remaining marine will lob a grenade 
down the tube. When it lands by Lex’s feet, pick it up 
and throw it back along the gravity tunnel — but don’t 
take too long in doing so. 

With both marines out of action, step inside and 
ride the warp to the alien temple (making sure you’re 
wearing the reflective suit first). Leave the pyramid, 
clambering over the blocks and using the Alien Cube 
to zip across the acid pool. Run along the iron walk¬ 
ways, dodging the laser fire, until you encounter the 
marine by the tunnel. Beat him to death using your 
fists, then run along the narrow ledge to the elevator 









































tips J Malcolm’s Revenge 




Malcolm's Reveng 
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II 


Yes, so we printed the complete 


solution last month — but 


there’s more than one way to 


skin this particular adventure. 


Come with us now as we 


explore some of Kyrandia’s 


darkest secrets... 


Let’s Get Outta 
Here (Again) 

In all, there's a total of six 
different ways to escape from 
Kyrandia. Last month we explained 
how to achieve the quickest — by 
using a Portal Potion — and now 
here's the other five. LOAD up 
that old saved game (you did 
remember to SAVE when we told you to, didn't you?) 
and get going... 

...By Juggling! 

Make your way back to the Cross Roads and head 
south to the Dock. Look! There’s a circus in town! And 
they’ve got a ship! But can you persuade the dog 
guarding the gang plank to let you aboard? Of course 
you can — by pretending to be a juggler! 

Return to the Town Square, go down to the City 
Limits, down further to the Town Arena, and then head 
left to get to the Outskirts Of Town. Put Malcolm into 
‘Lie’ mode, and use the nail-on-a-string in the coin slot 
to gain entrance to the Bath Building... 


Talk to the 
baths attendant, and 
then move the cold/hot water 
dial into the red zone. When the severely scalded 
bathers have scattered, take the brown leather tunic 
you can see through the window. Leave the baths , go 
back to the Town Arena, then return and do the same 
thing all over again to get another tunic, and once 
again to get a boot. 

Go back to the Toy Factory. Fiddle with the levers 
on the strange-looking machine, then use the book on 
the left. Keep fiddling with the levers in various 
up/down combinations until you see a blueprint of a 
ball float across the room. Put one of the tunics in the 
top of the machine and press the green button to mag¬ 
ically create a leather ball. Now repeat the process 
with the other tunic and Brandon’s leather boot to get 
a total of three balls. 

Alright, so now you’ve got something to juggle, but 
if you return to the ship you’ll discover that the dog 
also wants a fish cream sandwich before he’ll set sail. 
To get one, first go to the City Limits and take two logs 














of wood. Return to the Toy Factory and use the last 
leather boot and the two logs to make a ball, a toy 
horse and a toy soldier (fiddle with the levers until the 
relevant blueprints appear). 

By now, on your travels, you’re bound to have 
bumped into a small boy who, if you talk to him, 
speaks complete and utter gibberish. Find him again 
and give him the ball, the horse and the soldier — he 
should trade a, er, delicious fish cream sandwich for 
one of them. Go back to the Dock and use one of the 
three leather balls on Malcolm. Now give the fish 
cream sandwich to the dog. Hoorah! The cantakerous 
canine likes your juggling performance so much he 
wants to hire you for the circus. Set sail for the Altar Of 
Cats on the Isle Of Cats...! 

...By Miming! 

This is quite similar to the ‘...By Juggling!’ solution. 
Go to the Cellar and catch an eel by using the nail-on- 
a-string with the pool. Go to the Outskirts Of Town, go 
into ‘Lie’ mode and then watch the Mime Artist for a 
bit. When he turns around, use the eel with his tunic’s 
hood. The Mime will smell something fishy, then head 
for the Baths. 

Cheat your way into the Baths and get rid of all 
punters using the method detailed earlier in the ‘...By 
juggling!’ solution, then nick the Mime’s costume. Put 
it on and then go chat with the dog at the Dock. One 
short ship ride later, you’ll find yourself at the Alter Of 
Cats on the Isle Of Cats... 



Malcolm’s Revenge ( tips ) 



...By Flying! (Eh?) 

Go to the Cross Roads and walk left to get to the 
Pegasus Landing Pad. Go into ‘Nice’ conversation 
mode and walk towards the pad to meet Zanthia, who 
arrives on the scene as a 
Pegasus. Hmmm, wouldn’t 
it be nice to just be able to fly 
away too...? Zanthia would proba¬ 
bly help you do it too — if you weren’t 
Malcolm. Perhaps a disguise would 
help? The Mime Artist one will do 
(and we’re not going to tell you how 
to get it again). 

So, dressed incognito as a Mime artist, 
visit Zanthia in the Magician’s Lodge (it’s in 
the Town Square) and talk to her. She’ll 
say she needs some essence of horse, so 
go off and make a toy horse using the same 
technique as in the ‘...By Juggling!’ solution above. 
Now go to the Cellar. Use the handy nail/string/nut 
combo on the pool to catch an eel, then use the eel 
with the seeds to fertilise them. Fill the flask with 
water from the pool. 

Go back to Zanthia, and offer her the horse. She’ll 
decline your kind offer, but you’ve come too far to give 
up now. Put the seeds under her cabinet and water 
them. Then, while Zanthia clears up the mess, put the 
horse in the cauldron and then fill your flask with the 
freshly-made Pegasus Potion. Now go to the Pegasus 
Landing Pad, take off your Mime outfit and drink the 


potion. One short airflight later (please observe the 
‘No smoking’ signs) you’ll find yourself at the Pirate 
Beach on the Isle Of Cats... 

...By Taking The Yellow Brick Road! 

Well, not quite. However, this path does require 
you to click two ‘eels together. Geddit? No? Oh well... 

Go to the City Limits and pick up two logs. Now 
enter the Dairy and take two portions of sesame seeds 
from the tub. Head for the Dump and place some 
seeds near the deadly squirrel. Hypnotise the beast 
using the nut-on-a-string — it’ll now be safe to pick 
up. Leave, then go back to the Dump and repeat the 
technique. You should now have two squirrels. 

Now get a fish cream sandwich using the method 
described earlier in the ‘...By juggling!’ solution. 
(Incidentally, you can actually make one from scratch, 
but it’s all pretty boring so we won’t go Into it here — 
maybe another Issue.) Now steal the Mime Artist’s 
outfit using the technique 
detailed in the ‘...By Miming!’ 
solution, and wear it. 

Now go to the Cellar and catch 
two eels by using the nail-on-a-string with 
the pool. Press the green apple on the 
rug, stand on it, then press the red 
apple — you’ll be teleported to Darm’s 
pad. Talk to Darm, offer him the sandwich and 
then torment him with the Jester Staff. 
Eventually he’ll leave, allowing you to talk to 
Brandywine. When she’s said all she’s 
going to, offer her a squirrel. Now use the 
two eels together to be transported to the 

Dog Fort on the Isle Of Cats... 

...By Escaping From Prison! 

This is the longest but probably the most enter¬ 
taining way to leave Kyrandia. It’ll also take you to 
locations you’ll never otherwise see. Before you start, 
make sure you’ve got a log, a broken flask and a nail 
in your inventory... 

Go to the Bluff and place the log on the path lead¬ 
ing to the Castle. Now alert the local police to your 
unwanted presence in Kyrandia by visiting Zanthia or 
Darm, or by talking to the Baths attendant In anything 














but ‘Lie’ mode. Now return to the Bluff, whereupon 
Herman will rush out to capture you... only to trip over 
the log, allowing you to escape. 

Place the broken flask in your hand (i.e. so that the 
on-screen pointer is the flask), then go back to the 
Bluff. Herman will try to catch you again... but the 
flask will rip his net open, allowing you to escape 
again. Return to the Bluff for a third time, whereupon 
Herman will finally take you prisoner. When Herman 
tells you to put your things in the basket, make sure 
you’re holding the nail — you’ll need it later. 

In the prison cell, make a doily as per Rowena’s 
instructions. Then, when she leaves, open up the 
machine with the nail, then prod the poor bloke inside 
with the scissors. Now try to make another doily — 





you should end up with a length of rope instead. Use 
the rope to escape via the window. 

Get some sesame seeds from, the Dairy, an eel 
from the Cellar and use them together. Get captured 
by Herman again, and make sure you’re holding the 
seeds. This time you’ll have to do some real hard 
labour. However, an escape route is close at hand — 
just put the seeds on the rocks and then click on 
Malcolm to make him ‘water’ them. 

Now you have to get into prison again. Bit of a 
habitual criminal, aren’t you? Get captured as before, 
but don’t worry about having anything in your hand. 
You’ll end up in a chain gang with Rowena. Use the 
cutters on her chain to allow her to escape. The guard 
will then chase her, letting you escape too. 

Go back to the Castle or the Dump to find all your 
old kit, especially the nail. Get captured by Herman 
again, and make sure you’ve got the nail in your hand. 
You’ll now find yourself in a slave galley, with Rowena 
back at your side. Ah. Use the nail to pick the lock and 
make good your escape. Eventually you’ll find your¬ 
self at the Altar Of Cats on the Isle Of Cats... 

Home Sweet Home? (Again) 

The middle portion of the game, which mainly 
takes place on the isle Of Cats, is linear — there are no 
'alternate paths* to take through it. However, 
towards the end of the game you get the chance to 
choose whether to ploy on accompanied by either 
Gunther, Stewart or both together. Last month we 
completed the game with just Gunther, but now 
here*s the other two paths explained. LOAD up that 
saved game (I bet you didn*t bother to SAVE here 
either, did you?) and set forth... 



Juggling!’ section earlier). Now go to the Town Hall 
and ask Zanthia for a Pegasus Potion — give her the 
toy horse when she asks for it. Now go to the Pegasus 
Landing and use the potion. 

Eventually you’ll end up at the Isle Of Cats. Grab 
the machete and head off into the jungle to find Fluffy, 
who will give you a cheesemaker. Go to the Altar Of 
Cats and use the cheese on the mouse statue to get 
the six gems. Now go back to see Fluffy, who’ll give 
you a can of tuna — use it to travel back to Kyrandia. 

When you arrive back in Kyrandia you’ll find your 
inventory is empty. Go to the Castle Dump and search 
it for the Fish Queen’s magic collar and the nut-on-a- 
string. Go to the Castle Foyer, show one of the gems to 
Louie and then give the collar to jean Claude. The 
pirates will now be summoned by the Fish Queen and 
disappear. Yo-ho-ho! 


Stewart At Your Side 

Go to the castle and talk to Louie. You’ll soon find 
yourself locked up in a jail cell — as a mouse! Use 
your jester Staff on the mouse to your right until you 
get a nail, which you should use to pick the lock. Now 
unlock the other cells and free your fellow prisoners. 

Use the eel on the seeds, then place the seeds on 
the door — you’ll know when you’ve put them in the 
right place because Malcolm will mutter something 
about making a botanical bomb. Water the seeds with 
the flask of water to set the bomb ticking, and remem¬ 
ber to keep the empty flask. 

Once you’ve escaped you 
bump into Zanthia again, who’ 
give you a piece of cheese 
which you can use to turn 
yourself back into a human 
again. Now return to the Castle and 
talk to Louie. He’ll demand a ransom 
for Brandon’s release — the six 
gems from the Isle Of Cats! 

If you haven’t already got a toy 
horse, go to the Toy Factory and 
make one (we explained how 
you do this in the ‘...By 



Gunthers Stewart At Your Side 

This path is very similar to the ‘Stewart At Your 
Side’ one. As above, go to the Castle and talk to Louie, 
who will ask for a ransom of six gems. Now go to the 
Castle Dump and get a flask and a nail. Now go to the 
Magician’s Lodge and unlock the door with the nail. 
Once inside, use the nail again to free the prisoners. 
Now get a Pegasus Potion in the same way as earlier. 

Use the Potion to travel to the Isle Of Cats. Grab 
the machete and use it to go hunting for bones in the 
dense jungle. Once you’ve got ten of ‘em, go and visit 
Fluffy. Give him the bones and he’ll 
give you a cheesemaker. Now pick up 
the gems and get rid of the pirates as 
described earlier. 

The final stages of the game, which were 
outlined in the ‘/ Want To Be Free!* section of 
last month*s solution, ore completed in the same 
way no matter who you have as your guide. 
However, the actual end sequence itself ^ 
varies depending on who you chose... 











Premier Manager 3 


cunuD 


If relegation to the dreary 
Sunday leagues is looming 
large, try out some of these 
tips and put yourself back on 
the road to FA Cup gloryl 


(1) Start off with Halifax Town — they’ve got the 
best strikers in the division so you should get 
more goals. 

(2) Always play your best striker in the Number 9 
shirt to capitalise on the ‘maximum scoring 
opportunity’ position. 

(3) Put all your defensive players onto long shooting 

— after all, they’re not going to get close to the 
goalmouth very often. 

(4) Put midfielders onto long shooting as well. 

( 5 ) Put all your strikers onto medium shooting, 
except your star-player Number 9 who will be able 
to round up any loose balls in the six-yard box 
with short range shooting. 

(6) Never sell youth players — you could have the 
next Ryan Giggs! Youth team players improve 
quickly and keep your team’s age down. 

(7) Try to ensure that all your squad have played at 
least four full matches by the end of the season, 
including all your youth team players. Their 
statistics will improve far better in the close 
season when they’ve got a bit of experience 
under their belts. 

(8) Set the defence’s passing to 70%. We’ll have 
none of that continental ‘dribbling out of 
defence’ nonsense here — this is the English 
league, dammit! 

(9) Put your midfielders’ passing to about 60%. 

(10) Put attackers’ running to about 75% with short 
passing as well. 

(11) Hire the best staff you can afford. 

(12) Try buying players through the phone as you can 
often find out-of-contract players who work out 
cheaper. You can never beat personal contact 
when wheeler dealing. 

(13) Make sure that all your fit players are in training 

— there’s no room for slackers in this game. 

(14) Try to keep your players’ morale high — at least 
7. Financial bonuses can help. 

(15) Use the ‘Player Loan’ facility as much as you can. 
You can flog someone else’s half-man into the 
dirt and a reserve from a higher division may be 
better than one of your own stars. 

(16) The better the gym you build, the better your 
coaches will perform. 


Eat My Goal! 

To maximise support and revenue and 
minimise fines and penalties, aim for the 
following utopias in each division. 




Premier 

Managers 




Two-Footed Cheat! 

When you start the game, opt for a two-player 
game and pick Halifax Town as Player One and 
Gateshead as Player Two. Now go to the ‘Pick 
Your Squad* page, find your three worst players, 
and put them at the bottom of your reserves. Now 
exit this page and press SPACE to become Player 
Two — the Gateshead manager. Use the tele¬ 
phone and find the Conference League, choosing 
to view Halifax Town, and try to buy one of the 
three poor players. Enter £9,999,999 for the club 
fee and then put in a suitable offer for the player 
fee, wage and contract. 

If you get yes, yes, yes, and (might I venture?) 
yes, then Halifax will get their first £10 million. Do 
this with the other two crappy players and — 
voila! — £3 oM! Now resign as manager of 
Gateshead. You’ll now be the proud owner of 
Halifax Town, and with £3oM at your disposal can 
either buy the best stadium going or the whole of 
the England squad! 



Conference 

Division 3 

Division 2 

Division 1 

Premier League 

Ground Safety 

2 Stars 

2 Stars 

3 Stars 

4 Stars 

4 Stars 

Ground Facility 

Basic 

Average 

Good 

Excellent 

Excellent 

Gym 

None 

Basic 

Basic 

Average 

Average 

Ground Rating 

40% 

50% 

60% 

70% 

80% 

League Seat 

£5 

£8 

£12 

£14 

£16 

League Terrace 

£3 

£5 

£6 

£8 

N/A 

Cup Seat 

£8 

£12 

£18 

£21 

£24 

Cup Terrace 

£5 

£8 

£9 

£12 

N/A 

Overdraft/Loan 

£250 ,ooo/£ 50 ,ooo 

£750 ,ooo/£ioo,ooo 

£2,000,000/£200,000 

£5 ,ooo,ooo/£ 500 ,ooo 

£8 ,ooo,ooo/£ 750 ,ooo 



























































































Mortal Kombat 2 


yi?5/You*ve read about 'em 


you've written to the papers in 


disgust about 'em... now do 


em! Here are the finishing 


The combat controls have been abbreviated. 
This is what all those funny little letters mean, 


moves for ALL the characters in 


Acclaim's brill beat-'em-up! 


Back (i.e. away from opponent). 
Forwards (i.e. towards opponent), 
Up. 

Down. 

Low kick. 

High kick. 

Low punch. 

High punch. 


N.b. Pit Fatalities will only work in the Pit 
stage, hence the, er, name. 


Baraka 

Decapitation 
Skewering 
Pit Fatality 
Babality 
Friendship 


Kung Lao 

Slice-In-Two 
Hat Decapitation 
Pit Fatality 
Babality 
Friendship 


Johnny Cage 

Torso Rip D, D, F, FHP (up c 

Decapitation F, F, D, U (up close) 
Pit Fatality D, D, D HK. 

Babality B, B, B + HK. 

Friendship D, D, D, D HK. 


Hold down block, F, F, F, LK. 

Hold down LP, B, B, F, release LP, 
F, F, F-t- HP. 

B, B, F, F-hHK. 

B, B, B, D -h HK. 



Sub Zero Shang Tsung Mileena 


Ice Grenade 
Freeze & Shatter 

Hold LP, B, B, D, F, release LP. 

F, F, D and HK, F, D, F, 

F -t- HP (up close). 

Human Vacuum 

Soul Sacrifice 

Hold HK for three seconds then 
release (must be up close). 

Hold down block, U, D, L) -t- LK. 

Stab Frenzy 
Fillet Face 

F, B, F -1- LP (up close). 

Hold down HK for three seconds, 
then release (up close). 

Pit Fatality 

D, F, F -H block. 

Pit Fatality 

Hold down block, D, D, U, D. 

Pit Fatality 

F, D. F -h LK. 

Babality 

D, B, B-^HK. 

Babality 

B, F, D + HK. 

Babality 

D, D, D -h HK. 

Friendship 

B, B, D -h HK. 

Friendship 

B, B, D, F-hHK. 

Friendship 

D, D, D, U -1- HK. 

























Liu Kang 

Dragon Morph D, F, B, B + Hl< (up close). 
Cartwheel Attack Hold down block and rotate joy- 
pad through 360 degrees away 
from opponent. 

Pit Fatality B, B, F + LK. 

Babality D, D, F, B 4- LK. 

Friendship F, B, B, B LK. 


Scorpion 

Death Breath Hold down block, U, U -r HP 
(up close). 

Spear Slice Hold down HP, D, F, F, F, 

release HP (up close). 

Pit Fatality B, F, F + block. 

Babality D, B, B + HK. 

Friendship B, B, D -f- HK. 


Reptile 

Tongue Lash B, B, D + LP (must be 
half-a-screen away). 

Invisible Death Use Invisibility move and 

F, F, D -h HK. 

Pit Fatality D, F, F + block. 

Babality D, B, B LK. 

Friendship B, B, D LK. 



lortal Kombat 2 


$HDN6 T^UNG UiN5 


Rayden ' 

Super Shocker Hold down LK (up close), 
then release, tapping LK. 
Super Punch Hold down HP for six seconds 
(up close). 

Pit Fatality U, U -h HP. 

Babality D, D, U + HK. ^ 

Friendship D, B, F-t-HK. 


Yet More Secrets! 

There are three ‘secret’ opponents hidden 
inside Mortal Kombat 2 — here’s how you get to 
meet them... 


In the stage just before the ‘?’, win one round 



Kitano 

Decapitation 
Kiss Of Death 


Block, block, block + HK (up close). 
Hold down LK, F, F, D, F, release LK 
(up close). 

F, D, F + HK. 

D, D, D 4 - LK. 

D, D, D, U -H LK. 


Hold down LP, F, F, F and 
release LP (up close). 

Block, block, block, block, LP. 
Hold down block, U, U, D -t- LK, 
D, D, D LK. 

D, D, D, U LK. 


Most ‘Armless 
Pit Fatality 
Babality 
Friendship 


Pit Fatality 

Babality 

Friendship 


using Low Kicks only. You’ll then be teleported to a 
special Blue Portal stage and fight jade. She can’t 
be hurt by projectile attacks and is very fast. She 
also uses Kitana’s fan throw move a lot, so watch it! 

Smoke 

On the Portal stage, look out for a head popping 
up in the bottom-right corner of the screen saying 
“Toasty!” (this is more likely to happen if you use a 
lot of uppercuts during the fight). When this hap¬ 
pens, quickly press Down then Back — you’ll now 
meet Smoke. 

Noob Saibot 

To meet Noob Saibot (that’s ‘Tobias Boon’ back¬ 
wards, which Is the name of one of the coin-op’s 
designers), you have to win 25 fights in a row, with 
the last fight being against another player. Saibot Is 
one of game’s tougher characters, because he’s 
seen only in silhouette. 









C tips 


^ Discworld 


Are you lost in the streets of 
Ankh Morpork? Need a little 
direction? Yes? Then look no 
further, because we*re here to 
take you on an all-expenses- 
paid tour of Discworld... 


Act I 

Upon awaking, open the wardrobe in Rincewind’s 
room and take the pouch. Now go to the Arch 
Chancellor’s room and talk to him. Next visit the clos¬ 
et and search it until you find a broom. Go back to 
Rincewind’s room and use the broom on the luggage 
to wake it up. Now trot down to the library, open the 
luggage and give the banana to the librarian. 

In return you’ll get a book, which you should take 
to the Arch Chancellor. He’ll tell you that you need to 
find five objects: dragon’s breath; a staff; an imp; a 
hair roller; and a frying pan. Now go to the dining 
room and swap the broom for Windle-Poon’s staff. 
Leave the Unseen University and talk 
to the apprentice by the pond. Get 
the frog and open the university 
door by double-clicking on it. 

You’ll now be presented with 
a map of Ankh-Morpork. First 
visit the town square and pick up 
a tomato and throw it at the tax- 
collector in the stocks. Pick up 
another tomato and search the floor for 
the worm that falls out. Talk to the street urchin to 
learn how to pickpocket and practise your skills on the 
old blokes to get some bloomers. Go into the psychia¬ 
trists, leave and then re-enter to get the butterfly net. 

Now trot off to the street. Enter the toy shop and 
take a toy and some string, using the string on the 
worm. Go to the fishmonger and get the picture, then 
go to the barber’s and look at the hair roller before 
talking to the woman twice. Next talk to the barber 
and, when he’s daydreaming, use the pickpocket to 
get the hair-roller from his pockets. 

Make your way to the livery stable and get the corn 
from the sack. Next head for the palace. Talk to the 
guards — they’ll then have an argument, allowing you 
to enter the palace. In the bathroom, take the mirror. 






Now go to the alley and put the mirror into 
Rincewind’s inventory. Stand on the glowing flagstone 
to catapult yourself onto the roof. Up on the roof, look 
in the background for the tower and go there. Use the 
mirror on the tip of the flagpole, then use the mirror 
again to adjust it. The dragon will take a closer look 
and breath on it. Don’t worry — the luggage 
will catch it before it hits the floor. 

You now have dragon’s breath on the 
mirror. Go down to the roof again and move 
left until you see a ladder bridge. Click on 
the ladder and it will drop into the luggage. 

To exit, double-click on the window found on 
the side of a house in the middle of the screen. 

Walk further down the alley — but make sure you 
don’t stop on the flagstone too long. You should see a 
door to the alchemists, which you should enter. Look 


at the box and push the shutter release to reveal an 
imp. Put the corn in the flask and wait for popcorn city. 
Click on the imp to try and grab him. He escapes and 
goes into the mouse hole in the alley. Use the worm 
on the string with the hole to get him out. 

Now go to the Drum and talk to the scared guy, 
then chat to the barman. Get the tankard and 
matches. Return to the Unseen University, go 
round the back and take the fertiliser. Put 
the butterfly net into Rincewind’s inventory 
and use the ladder on the window. Use the 
net to catch the pancake. 

Go to the closet and use the matches on 
the strange shape on the wall, then take the 
packet. Now go to the kitchen and take the banana 
and the frying pan. Go to the library and look at the 
banana behind the sleazy guy’s ear, then ask him 

































about it. Go to the Arch Chancellor and give him the 
frying pan, the hair-roller, the imp, the staff and the 
dragon’s breath. 

In return he’ll make you a dragon-detecting device, 
which you should grab at the earliest opportunity. 
When you’ve got it, head for the city. When the map 
appears, move Rincewind down and to the left — 
eventually you’ll discover the dragon’s lair. (Hmmm, 
that sounds familiar...) 

Actn 

Go back to the barn and take the 
screwdriver. Head for the library, 
seek out the sleazy guy. Give 
him the treasure and get the 
gold banana. Go to the inn 
and take the sheet off 
the bed and the bubble- 
bath from the bathroom. 

Back at the University, 
get the bin which lies 
behind the building, 
then get the corn¬ 
flour from the 
kitchen. 


Now go to the library and give the librarian the 
gold banana - he’ll open up L-space. Go through and 
wait until a thief appears and takes a book. Later on 
you’ll have the opportunity to take this book, but 
don’t bother now — if you take it you won’t be able to 
pass through L-space. Push the book to open the 
bookcase and leave, going back to the city map, which 
is now shrouded in darkness. 

Follow the thief to find the hide-out. At the thieves’ 
secret den, click on the left drainpipe to adjust it. 
(You’ll need to use it later to listen in on a conver¬ 
sation and so to get a password. Go to the inn, 
head for the bedroom and use the sheet on 
Rincewind. Click on the jewellery box and watch as 
he ends up with a hammer. 

Now go to the 
park and use the 
frog on the drunk, 
then use the net 
to catch the 
pretty butter¬ 
fly. In the 
street, open 
the dunny door 
and read the 
graffiti on the 


wall. Go to the streetcorner and use the butterfly on 
the lamp, then get the pot on the window ledge. Now 
go to the Broken Drum and look at the picture on the 
wall behind the little guy. Use his glass when he turns 
to start a fight. Outside, use the ladder with the Drum 
sign to get a drumstick. 

Return to the library and go back to the Drum via 
the miracle of L-space. Talk to the scared guy again for 
some handy information about the hammer. Now look 
at the drinks and ask the barman for a 
drink in order to get a glass. Go back 
to the street and get the robe near to 
the dunny, then get the hogsfather 
doll from the toyshop. 

Go back through L-space. Let the 
thief steal that bloody book once 
again, then run to the hide-out before 
he returns. When he arrives, use the glass on 
the right-hand drainpipe to listen for the password. 
Use the robe on Rincewind and then watch the secret 
summoning session. Go back to the inn and do the 
same as before with the sheet — this time you’ll get 
the gate pass. 

Go through L-space, then head for the dining¬ 
room. Use the drumstick on the gong and then get the 
prunes outside the Unseen University. Go to the 
square, enter the psychiatrickerists and talk to the 
troll. Wait until it’s your turn, take the ink-blots from 
the psychiatrickerist and then leave. Go in again and 
talk to the maid to get a note, then leave. Take a donut 
from dibbler and give it to the dunnyman, then go and 
talk to the street starfish. 

Go to the street and give the barber the note. Now 
use the apparatus to get a gold tooth. Go to the city 
gate, then open the crate and get a keg and some fire¬ 
works. Give Carrot the guard the gate pass and then 
leave the city. 

On the way to the Dark Woods, get the cockatrice 
feather and egg. Fill the pot with custard from the 
cauldron in Nanny Ogg’s house. At the Edge Of The 
World click on the coconut tree, then use the net to get 
the coconut. To prise it open, use the screwdriver. You 
can also take the lamp. 

Go back to the fishmonger and use the string to get 
the octopus. Put the eight-legged beast and the cus¬ 
tard in the dunny can, then exchange the prunes for 
the fishmonger’s caviar. Get the belt with a gold 
buckle from him too. 




















Go to the palace and use an inkblot on the guard 
so that he’ll let you enter. Talk to the peasant and use 
the garbage can with the fool. Use the bubble-bath 
with the bath, then get the cap with the gold bell on it. 
Go through L-space. 

In the Shades, go right and into the house. Talk to 
big Sal (you must have read the graffiti by the dunny) 
and ask for the Special. Give her the egg, the coconut 
and the cornflour to get some yellow bloomers. Go 
back through L-space again. 

In the square, give the urchin the bloomers to get 
a handshake and a bra. Use the bra on the ladder. Go 
back to the Shades and give the mason a handshake 
to get a gold trowel. Now go right and find the hovel. 
Use the muffled ladder to cross, then try to take the 
key. Use the feather on the thief, then take the gold 
skeleton key. 

Go to the alley and put the hogfather doll into 
Rincewind’s inventory, then stand on the flagstone to 
get onto the roof. Use the doll with the chimney. In the 
alchemist’s shop, use the keg in the fireplace and then 
the string with the keg. Leave, and then light the fuse 
hanging out of the drainpipe with the matches. You’ll 
now get the gold brush. 

Go to the barn — you now have all the gold items. 
Give them to the dragon. In the square talk to Nanny 
Ogg and ask her to get the carpet — use sarcasm on 
her and then she’ll ask for a kiss. While she’s waiting, 
all puckered-up, take the custard book from the stall. 
Now go through L-space. 

Return to the library. Before the thief comes, take 
the dragon book (the one you’ve left alone all this 



time) and click it on the custard book to exchange the 
book covers. Put the dragon book (which is actually 
the custard book inside the dragon book’s cover) into 
the empty place. 

Act in 

You need to collect six items before you 
can be turned into a hero with a million-to- 
one chance (talk to the city guards about 
it, if you want to know more). These items 
are: soot (camouflage), blindfold (mask), 
transfer (birthmark), magic book (magic 
spell), magic item (Eye Of Offler), and a 
sword that goes ting (sword). 

First go to the kitchen in the Unseen University and 
take the spatula. Go to the Arch Chancellor’s room and 
take the hat. Walk to the Drum, look at the drinks and 
talk to the barkeeper twice. Take the worm from the 


glass and use the string on it. Go to the hide-out and 
knock on the door to get a custard tart. 

Go to the Shades and talk to big Sal again. Go to 
the hovel and open the bag to get the knife. Go to the 
mural (on the wall where the mason used to be) and 
use the spatula to get the soot. 

Walk across to the street and take the 
barber’s scissors and the appointment 
book. Now go to the psychiatrickerists 
and talk to the girl. Use the recently- 
acquired appointment book to get her 
autograph before you eventually see 
the psychiatrickerist. Walk into the 
square and get a bag of leeches from dib- 
bler and open it. Use the knife on the rubber 
belt on the dunny machine. Pick up an egg from the 
stall and get the snake off the floor. Use the fertiliser 
and then the starch on the snake. Finally, talk to Red 
Sorghum, the Amazon. 






















Discworld C tips } 



In the Woods turn the crank to fill the pot from the 
bucket. Use the screwdriver to take the crank. Go to 
the palace and use an inkblot or a leech to get past the 
guards. Get the brush from the bath, then go right 
past the throne and into the dungeon. Use the worm 
on a string with the hole by the cells to tempt the rat. 
Look at and use the rat — it’ll turn into an imp. Use the 
crank on the rack to the right to get a sword, then get 
a bone from the skeleton. 

Go to the toy-shop and get a toy, then use the bone 
on the gluepot. Go to the inn and, in the bathroom, fill 
the pot with soap. Outside, go right and give the bone 
to the dog. Talk to the sailor, then the innkeeper. Look 
at the sailor’s tattoo and then talk to the sailor again. 
Go to the alley, talk to the alchemist and, when he 
leaves, get the corn then take the camera. 

Go back to the dining room in the Unseen 
University and swap the snake for old Windle-Poon’s 
staff. Go to the Edge Of The World and use the whistle 


on Rincewind. Then light a firework and throw it at 
Polly. Use the broom handle to extend the net and use 
it to get Polly. After the whistle goes over the edge, 
look at the hat and then use it on the fork. Use the 
chain of handkerchiefs, then look for a glint on A-Tuin 
and take it. Use the hankies to clamber all the way 
back to Discworld. 

Go over to the inn and give Polly and the whistle to 
the pirate. Go to the livery stable and use the brush 
with the soapy water. Next use the brush with the 
bumper bar. Take a close look at the bumper, then 
look at the number plate and the bumper sticker. 
(Lady Ramkins will now appear as a location on the 
map of Ankh-Morpork.) 

Go to the alley and put the knife in Rincewind’s 
own inventory, then jump up onto the roof. Cut the 
ladder with the knife and go down to the alley and talk 
to the assassin. You’ll discover that the donkey is now 
in the town square. 


Go to the square and cut the donkey’s tail (that’s a 
moustache, for your purposes) off with the scissors. 
Go to Lady Ramkins and use the knocker on her door, 
then go around the back. Look at the molten pile, then 
talk to her. Use the door-knocker again, and 
when she appears go round the back 
and steal the rosette, leash and nail. 

Go to the city gate and talk to 
Carrot about swords. 

Go to Nanny Ogg’s and click on 
the wool, then take the mallet from 
the wood pile. Use the rosette on 
the sheep before using the imp with 
the impsomatic camera. Use the camera 
with the sheep, then use the sheep picture with the 
octopus picture. Go through the hatch and look at the 
potions. Talk to Nanny about the potions, use the cus¬ 
tard tart on yourself to kiss her, then take the truth 
potion. Go to the mine and use the sword on the 
swordsmith. Go to the Woods and give the barber the 
appointment book. 

Go to the street and talk to the barber. Next, head 
towards the town square and talk to the street 
starfish. Now go to the alley and put the rubber belt in 
your inventory. Climb up to the roof and then to the 
tower. Use the belt on the flagpole tip and bungee in 
order to get the transfer. 

Head off to the Drum. Use the nail on the beam and 
hang up the sheep picture. Now talk to the braggart. 
When you have the tankards, pour the truth potion 
into them and continue the conversation. He’ll tell you 
where the Temple Of Offler is. Ask the barman about 
elderberry wine. 

Walk to the inn, enter the bedroom and look at the 
door before unscrewing it. Talk to the bogeyman (use 
the ‘Angry’ conversation). Go to the Drum again, go 
down the trapdoor and look for elderberry wine. Fill 
the tankard and store it in Rincewind’s inventory, oth¬ 
erwise the luggage will drink it en route to the mine. 

Back at the mine, give the wine to the swordsmith, 
then hand over the sword. Go to the gorge and get 
thrown off the bridge, then use the carpet on the 
monk. Enter the temple and take the bandanna (blind¬ 
fold). Use the leash on the luggage and tie the blind¬ 
fold on Rincewind. At the altar, fill the pouch with sand 
and use it on the Eye. 

Go back to the Unseen University and, in the dining 
room, talk to the lecturer of recent runes about 
heroes. Go to the library and search it for a magic 
book, which you should take. You are now a Hero! 

Act IV 

Go to the square and look for the key on Lady 
Ramkins, then take it. At Lady Ramkins’, use the key 
on the dragon’s door. There is a molten pile on the 
floor — to get past this, carefully click past the blue 
patches a few times before getting Mambo. Go to the 
square and use Mambo on the dragon. Then give 
Mambo a lit firecracker and use him on the dragon 
again. To finish the game, use the love custard tart on 
the dragon. Congrats, you’ve done it! 
































S CRUN-N-N-KERRACK! Hear that? That’s the 
unattractive sound of games being played to 
breaking point by the Cheat Lab’s ace team of 
Tefal-headed tipsters. And here’s their latest set 
^of test results... ^ 



{( Descent ' 



Yes! There are yet more cheats for this excellent 3D shoot-’em-up — and 
better still, we’re going to reveal them to you! As we explained last month, 
type GABBAGABBAHEY at the very start of the game (i.e. when your ship mate¬ 
rialises) to activate the cheat mode. Now type In the following for various ben- 

eficlal effects: 


RACERX 

Toggles invulnerability on and off. 

GUILE 

Toggles cloak on and off. 

TWILIGHT 

Recharges your shields. 

BUGGIN 

Puts the game into turbo mode. 

BRUIN 

Awards you with an extra life. 

FLASH 

Illuminates the exit path from the complex. 

AHIMSA 

Toggles robot firing on and off. 


Sim City 2000 

Maxis 

We’ve had loads of people begging us for a mega cash cheat for this top sim 
from Maxis. Well, we live to serve so here’s the cheat in full... 

First of all, start a new city and select the ‘Hard’ option (it doesn’t matter what 
year you select). When the newspaper comes up on screen, turn it off straight 
away and pause the game. Now, open the Budget box and then open the Bond 
box. Select the Repay Bond option and ‘OK’ it. Then go to Issue New Bond option 
and ‘OK’ that too. Close the Bond box and close the Budget box. You should now 
find that you have $10,000. 

But that’s not all! Now type the word ‘fund’ in lower case five times — you 
should now have $60,000. Go back into the Budget box. Reopen the Bond box 
and select Repay Bond, then ‘OK’ it. Then select the Issue New Bond option and 
you’ll see that interest rates are totally messed up. Unpause the game and you’ll 
find that you’ve been given $500,000. Put the game In ‘Fast’ mode and leave the 
machine to play for a few mins. Now you should have a large amount of cash to 
do with as you please. Hooraahl 


UMe Big Adventure 



Electronic Arts 

One of the recurring problems in EA’s classic adventure is that you can run out 
of dosh. Fortunately, one of the resident Cheat Lab boffins has come up with a fun 
way of maintaining the cash flow. 

Go to the library on Principle Island. In the first room, throw your ball at the rab- 
bibunny behind the till. When he runs to sound the alarm, step on the staircase to 
the left. The guard that runs In should be within range of your ball, but 
he won’t be able to get you. Kill him and then repeat the 
process until you’ve killed the rabbibunny. Now you can get to 
the till which holds 25 kaches. You can do this as often as you 
like to get loads of money. If only real life was as simple! 



TfX 


Ocean Software 

Okay, so TFX has been around for a while now, but we’ve had so many let¬ 
ters and calls from readers desperate for help that we’ve decided to print 
some cheats to end their misery... 

To activate It, start the game and go to the callsign selection screen. Hold 
down CTRL and press ENTER on the numeric keypad. This will give you the call- 
sign ‘Inferno*. You can now skip the training stages. 

If you hold down the SHIFT key and press D while in the game, all your 
weapons will be reloaded. 

Finally, If you hold down SHIFT and type PLO during the game, you become 
impervious to enemy fire. Plus, if you crash on a flat surface you will be trans¬ 
ported to the next level! 

























Dark Forces 

LucasArts 

It has come to our attention that a number readers 
are having problems with that top LucasArts game, 
Dark Forces. If you’re one of that unhappy band then 
your luck is in, because we have our own Jedi Master 
here at the Lab who’s prepared to play Obi Wan 
Kenobi to your Luke Skywalker and tutor you in the 
ways of the Force. 

First off, my young apprentices, here are all the 
level codes. Type them in any time during the game to 
jump to the relevant level: 


Level 1 

LASECBASE 

Level 2 

LATALAY 

Level 3 

LASEWERS 

Level 4 

LATESTBASE 

Level 5 

LADETENTION 

Level 6 

LARAMSHED 

Level 7 

LAROBOTICS 

Level 8 

LANARSHADA 

Level 9 

LAJABSHIP 

Level 10 

LAIMPCITY 

Level 11 

LAFUELSTAT 

Level 12 

LAEXECUTOR 

Level 13 

LAARC 

What’s that? You say you need a little more tuition 


in the ways of the Force? Trouble is, with the amount 
of teaching you need, we could be here until dooms¬ 
day. So, I will give you a some cheat codes that will 
help you overcome the Emperor’s minions. Type them 
in at any time during the game to bring about their 
potent properties... 



LAPOSTAL 

LAIMLAME 

LAREDLITE 

LARANDY 

LASKIP 

LACDS 

LAPOGO 

LABUG 


This gives you full guns, ammo, 
shields, health, battery power, 
gas mask, infrared goggles and 
ice cleats. 

Awards you total invincibility. 

Stops all enemies from moving. 
Supercharges your weapon, making 
it fire at double speed. 

This is a level warp that also shows 
you the cutscene. 

This enables a map ‘supermode’ that 
shows the location of all the items in 
the game. 

This rather nifty code disables the 
height checking on the game, allow 
ing you to scale high ledges by sim 
ply walking up to them. 

The opposite of LAPOGO, this allows 
you to to duck lower than normal, 
giving you access to some more 
hidden areas. 


That little lot should be enough to keep even the 
biggest wimp going. If you find that you are still hav¬ 
ing problems though, I suggest that you turn in your 
blaster and take up Bantha farming! 
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The sun is out, the sky is blue, but you^re crap at games — so what you 
gonna do? Ask the Cheat Lab (da-de-da-de-dao), and we will help mend 
your broken heart. 

Dear Cheat Lab, 

I am having serious difficulties with PowerDrive by US Gold. On the night stages, 

I keep on crashing and busting my lights, which means that I soon run out of money 
> because I have to keep paying to get them repaired. Any advice please? 

Simon Bastion, 

Camden Town, London. 

My dear lad, the solution to this particular problem is quite literally staring you 
f in the face. It* s a bit sneaky, but simply turn up the contrast and brightness on your 

monitor and — voila! — you* ll be able to see your way around, no problem. By the 
^ way, is it true that Camden smells in the summer? 

Dear Gamesmaster, 

^ I am stuck on two games: Alone In The Dark 2, and The Hand Of Fate. In The 

1 Hand Of Fate, how do you get past the rat in the cave? And in Alone In The Dark 2, 

^ how do you get out of Hell’s Kitchen? I’ve killed the people and placed the crown on 

the Queen’s statue but what do I do now? Please, please can you help me? 

Hilda Oautzenberg, 

I Western Australia. 

■ Is this some kind ofsickjoke or what? GAMESMASTER!?! /’ ve half a mind not to 

help you at all! But as I am so generous and lovely, I* ll help you out — but only with 
, Alone 2. Putting the crown on the statue will open the chamber of sorcery. Pick up 

^ the amulet that you find there and you will be transported to the loft. Now you can 

I continue your quest. Gamesmaster indeed... 


Dear Cheat Lab, 

I am quite new to computers, and I have just bought Championship Manager. 
Unfortunately, I lose quite often, no matter what team I select or which players I 
have. Any ideas? 

A. Simpson, 

Milton Keynes. 

Indeed you are in luck, my friend! We at the Lab happen to be quite proficient at 
footy management-type sims, so I can easily provide you with the help you so des¬ 
perately need. Go to the team tactics screen, and select playing style. The only style 
you need is Direct Ball. 

Now go to Team Formation and select 4-3-3. Now pull both your wide midfield¬ 
ers into a central position and set your full backs to push forward. Finally push your 
main striker (No. 9) forward and away you go. This system takes a few games to 
work, but once your players get used to it, the results will start to go your way. 

Dear Cheat Lab, 

I really like Heretic, but I am having problems finding all the weapons. I have 
tried using the IDKFA cheat from Doom, but all this does is remove any of the 
weapons I originally had. Please help! 

P. Derry, 

Bournemouth. 

Fear not! Cheat Lab exists purely to serve untalented gamesters such as your¬ 
self Simply start the game as normal, and type in the word RAMBO. Now you have 
all the weapons. If you need any more info, check out PC GAMES Issue 9. 

Dear Cheat Lab, 

I have the PC version of Theme Park and I know that on the Mac version, if you 
enter HORZA as your nickname then press C at any time during the game, your bank 
balance will bulge with $500,000. Is there any way of using this cheat on the PC ver¬ 
sion without using any fancy software? 

Andrew Proffitt, 

Glasgow. 

Andrew, what can I say? You yourself have provided the answer to your own 
question. Type in HORZA as your nickname and hold down CTRL and C. I bet you feel 
a bit daft now, eh? 













MASTER SERIES 


THE NEW MOVIE 

OF MPEG PLAYBACK CARDS 


lolour’ output (16.8 million cbfojjrs) * Full X and Y scaling frbni22 x 22 to 16X zoom 
tioh^n both X and Y directions •FniLfeature windowing with colotnv^d chroma keying 
■displav^''s^ls from any MPEG sequencfescivarious formats 

lality MPEG abdip with digital filtering .^iHIIIIlk. 


• Same as 24 bit but at 15 bre'i«qsolution (32,768 colours) 

Price: £233 + VAT 


An all British product 


• 24 bit output to both TV and VGA 

• TV output in PAL or NTSC via RGB, S-Video or composite outputs • Optional SCART RGB connector 

• Automatically ‘switches’ VGA output between the system’s graphics card and full screen 24 bit MPEG video 

• Stereo CD quality MPEG audio with digital filtering 

Price: £'133 + VAT 


Distributed by Calculus: Tel No. 0543 418666, Power Computing: Tel No. 0234 273000 

and Unica Ltd: Tel No. 061 429 0241, or call Ace Coin Equipment on 0952 293333 






























Scalpel in hand. Dr Spanner dissects and 


well as a whole new batch of infotainment- 


related multimedia software... 


The Timex Data Link watch not only tells you the time, it also acts as a mini personal organiser. Inside its 
electronic brain you can store telephone numbers, and it’ll even remind you of important appointments. 


Timex Data Link Watch 

/ f you’re after a gadget that will keep you 
amused for hours, turn your friends green 
with envy and is genuinely useful to boot, you 
ought to think seriously about investing in a 
Timex Data Link watch. 

Designed in association with software 
giant Microsoft, the Data Link isn’t just any 
old watch, but an almost fully-fledged per¬ 
sonal organiser as well. You can store all 
sorts of information on the watch, including 
appointments, important anniversaries, phone 
numbers and things to do, ready to be accessed at 
the push of a button. And — get this, innovation fans 
— it even tells you the time too (in two time zones of 
your choice), is water resistant to loo metres, has five 
programmable alarms and comes with the Timex 
Indiglo night-light. 

Sounds too good to be true? Not at all. The beauty 
of the Timex Data Link is that it actually works. When 
you buy the watch you also by a Windows program, 
and it’s here that you enter all that useful information. 
If, say, you are about to sit your summer exams, you 
can enter the time and subjects into the program, and 
then download them into your watch so that they are 
stored for future reference. 

All you have to do is press the watch’s mode but¬ 
ton until you get the message “Comm ready”, select 
the “Send to watch” option on the Windows program 
and then hold the watch 6-12 inches away from your 
PC’s monitor. The PC will convert the information into 
a barcode which flashes up on screen, and this is read 
by an ‘eye’ on the watch face. When the information is 
downloaded, the watch will beep each time you have 
an appointment, meeting or exam to go to, or you can 
scroll through the list of appointments to see what’s 
coming up next. 

Anniversaries work in a similar way (you need 
never forget your mother’s birthday again), and other 
information, such as phone numbers, are stored so 
that you can look them up whenever you need them. 
The only downside, other than the watch’s rather 
bulky and unattractuve appearance, is that you can’t 
enter any information into the watch other than when 
your sat down in front of your PC, so it’ll never really 
replace your pocket personal organiser in terms of 
pure convenience. 

It is, however, an extremely useful gadget, and it’s 
none too expensive either considering what it does. 
And having used it I have to admit that I wouldn’t be 
without it now. Who needs a Filofax taking up space in 
your bag when you can wear one of these babies on 
your wrist? 

• Manufactured by: Timex. Price: £109.99. Tel: 
(0171) 630 8180. 


Space I xploralion 
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Spac* Exploration, science ard 
engineering of manned and 
unmanned space travel. Space 
exploration, or astronautics, is 
interdisciplinary in that it draws upon 
the findings of such fields as 
physics, astronomy, mathematics, 
chemistry, biology, medicine, 
electronics, and meteorology. 


Manned and unmanned space 
probes have provided a great new 
source of scientific data on the 
nature and origin of the solar system 


Encarta 

O ne of the nicest things about CD-ROM is the fact that you can throw tonnes of wholesome multimedia 
goodness onto a single shiny little disc and then show off your all-singing, all-dancing computer to 
your mates without hours of installation. Hurrah and huzzah, especially if that particular silver platter hap¬ 
pens to be Microsoft’s Encarta ‘95, where the multimedia is an outrageously classy act. 

Encarta *95 is more than just the encyclopaedia it says it is. By now it’s become an institution in its own 
right. If you haven’t got a copy, and your machine is fitted with a CD drive, then there must be something 
dreadfully wrong with you. Like a computer without Doom, your CD drive without Encarta ‘95 is incomplete, 
a lump of lifeless technology that stands out and shouts “Use Me!” at the top of its metaphorical lungs. 

But what makes Encarta ‘95 so bloody essential, then? Well, look at It this way — people bought The 7th 
Guest by the shed-load to show off their CD-ROM drives, and it wasn’t even a half-decent game. Encarta’s 
your way of showing the world what an amazing computer guru you are, wired into the whole multimedia 
shebang, and on the cutting edge of all things PC. 

Oh, and it’s a damn useful piece of kit to have about as well. Why? Because there’s going to come a time 
when you need to find out something about something. It doesn’t matter what. You might feel the sudden 
urge to discover what the reproductive cycle of the slipper limpet (crepidula fornicatae) is, for all I know, or 
get some idea of what Tunisia would be like as a holiday resort. Either way, Encarta’s where it’s at. 

No need to faff around with books and all that malarkey. just slap the disc into the drive, boot up 
Windows, and Bob’s your father’s brother. Welcome to the world of easy information. Hit the search func¬ 
tion, let your drive whir around for a bit, and there you have it. Sorted. Any one of 26,000 articles, each pages 
long with pictures or other multimedia wonders to bring it all to life. No two ways about it, Encarta ‘95 is the 
dog’s danglles when it comes to finding out stuff. 

• Published by: Microsoft. Price: £90.00. Tel: (01734) 270001. 
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H.R. Giger Screensaver 

W .R.Giger, the man behind the original Alien 
design, has done some very disturbing pic¬ 
tures in his time. His brand of surrealism isn’t 
based on dreams so much as nightmares, all dark 
and brooding. 

Fact is, though, that he’s one very popular 
geezer in the art world, with everything from cal¬ 
endars to album covers to his name. And now, 
thanks to Cyberdreams, a screensaver. For your 
money you get lo Windows modules that animate 
bits of Giger art to individual spooky soundtracks. 
If flying toasters and aquariums are getting you 
down, but you still want a nifty screensaver to look 
good and stop your monitor dying an early death, 
then this is definitely one option. 

The only problem is the way in which the ani¬ 
mations are done. Actual Giger art has been 
hacked about and given elementary movements, 
so that the overall effect is of the Mony Python- 
style cartoons. Freaky, and not quite suitable. 
Actually, on second thoughts, not suitable at all. 

It’s a gret idea that I was really looking forward 
to. Shame that it got so butchered along the way. 

• Published by: Cyberdreams. Price: £19.99. 
Tel: (0181) 343 4818. 
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Cinemania *95^^° 

r hese Microsoft people. Can’t they ever come up 
with a trashy product? Looking at Cinemania ‘95, 

I guess the answer is a big fat ‘nosirree, Bob’. It’s 
enough to make you sick. 

Cinemania ‘95 is nothing more and nothing less 
than a film reference, including plenty of multimedia 
bits and bobs and reviews of each movie by profes¬ 
sional critics — sort of an interactive Barry Norman, if 
you want. It’s all very stylishly done, though, and 
there are lots of movies here. 

Cinemania covers a lot of ground, and fits the bill 
whether you’re after the timeless classics of yore (i.e. 
the Casablancas and Maltese Falcons of this world) or 
last year’s blockbusters (of course, they haven’t got 
this year’s brand new films in yet, but Four Weddings 
And A Funeral gets a page, which is pretty damn up to 
date if you ask me). 

The whole thing works around an alphabetical 
index that seems to stretch on forever. Pick a movie 
and you get some text, a couple of reviews, stills from 
vital moments of the picture, clips of classic scenes, 
sections from the sound track, or whatever. You can 
cross link to details of important cast members or per¬ 
haps the director or producer. You can check out other 
films of a similar nature. It’s quality stuff. 

In fact, Microsoft being people with a bit of dosh to 
burn, they obviously decided that a couple of million 
here or there wasn’t an issue and really went to town 
on the content. Not only are the thousands of reviews 
from highly-respected sources, not only are there 
plenty of bits of music or dialogue that must have 
been expensive as hell to get the rights to, but you 
have sections of scripts, thousands of photos and 
more to boot. The video clips aren’t from second rate 
1950s B-movies. We’re talking jaws. Star Wars and all 
that sort of thing. In short, it’s the business. 

All of which would be about as useful as a triangu¬ 
lar wheel if the information wasn’t easy to find. It 
would be far too simple to just drown the poor end- 
user in multimedia gubbins and oceans of informa¬ 
tion, a fate that has befallen many a reference in the 
past. But not so in Cinemania ‘95. Oh no. Because 
Cinemania ‘95 has a great filtering system, above and 
beyond the alphabetical grand Index. 

Want to check out movie titles only? Then don’t list 
themes or Individuals. Fancy checking the career of a 
director? Then cut all the film names from the index at 
the push of a button. In the mood for only the entries 
with actual video clips in them? Simply filter out the 


(Below) Cinemania *95 in action. This excellent reference program 
gives you access to info on thousands of films both old and new. 



Others. It’s all so easy that you’ll never need to watch 
another Film ‘95 again. Well, maybe not. 

So, next time you and your mates are down at 
Blockbuster, still there after two hours because you 
can’t agree on what type of video you’re looking for, 
and every film that you know anything about has been 
seen by at least one person, then think about the 
value of Cinemania ‘95. A few minutes in front of the 
PC, and your life could be so much easier. You’ll never 
have to trust those one-line reviews of the day’s late- 
night movie in Radio Times again before staying up to 
check it out, that’s for sure. 

• Published by: Microsoft. Price: £99.99. Tel: 
(01734) 270001. 

Ultrasound Ace 

r here are, by all accounts, millions of people out 
there like me who still have non-wavetable 
soundcards. That means that we’re all missing out on 
the best of the lush sound effects that developers are 
putting in their games these days. But who wants to 
pay a fortune for a whole new soundcard when you 
have one that works, albeit not quite as well? 

Enter the Ace. It sits in your machine and adds 
Ultrasound wavetabling capabilities to your Sound 
Blaster or compatible card. Excellent news. Even bet¬ 
ter, it turns any old 8-bit soundcards Into 16-bit cards 
in Windows. What a bonus. And then there’s the fact 
that you don’t even need to hassle with complex 
cabling and wiring to get it to run, or run confusing 
installation software. Bargain. 

Urn, well. It isn’t really such a bargain. Not at £85, 
at any rate. For that amount of moolah I can offer you 
a brand spanking new wavetable soundcard like an 
Orchid or Bluepoint, and you can trade In your old 
card. The Idea’s great, but the fact remains that you’d 
have to have been totally lobotomised to want to take 
up an extra slot in your machine when you can avoid it 
altogether. A few quid less, and I’d have praised it 
through the roof, but that’s the way it goes. 

One other thing — compatability. One of the things 
that people said about the full UltraSound Max was 
that it had flakey compatability with Sound Blaster, 
and as anyone who went out and bought one will tell 
you, it was very flakey. So how can you trust this new 
add-on to work with your card with your games? The 
answer is that at least in this respect it behaves itself 
like a Barbera Woodhouse Crufts champion. 

It seems that Advanced Gravis spent plenty of time 
putting it through its paces, and got the seal of 
approval from all the big games publishers, so you 
won’t have to worry that you’re buying a turkey if you 
decide that that’s where to plant your pay cheque. I 
just wouldn’t advise it over the alternative options. 

• Manufactured by: Advanced Gravis. Distributed 
by: Zye Technology. Price: £85.00. Tel: (01293) 538666. 
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Star Trek: TNG Interactive Technical Manual CD 


(Below) Romeo & Juliet features video footage taken from BBC TV’s 
production of the classic Shakespeare play. 


A t’s a great time to be a Trekker, and it’s not too 
shabby if you happen to own a PC either. With a 
series of Next Generation movies in the pipeline and 
Spectrum Holobytes STiTNG — A Final Unity close, 
Trekkers everywhere can sleep soundly at night 
knowing all is well with the Federation. 

The standard by which all future PC-based Star 
Trek offerings will be judged is set by the ST:TNG 
Interactive Technical Manual — and it’s pretty damn 
high. The Interactive Manual gives you given a num¬ 
ber of different ways of exploring the now famous 
Galaxy Class cruiser. First up is a guided tour with 
Commander Riker, or if you wish to explore on your 
own you can, aided by the ship’s computer. 

Graphically the manual is almost faultless, and 
moves smoothly from screen to screen, with only a 
slight delay as the CD is accessed. The interface 
resembles one of the control panels from the bridge 
and is very effective, and it also adds to the authen¬ 
ticity of the product. This could have been awful, so 
hats of to the developers for getting it right. 

The level of detail is incredible. Admittedly it’s 
based on the book of the same name, so they did 
have first-class source material to start with, but 
you never feel that it’s just the book with an ‘inter¬ 
active’ front-end, even though that’s what it is. 


Great Artists^° 

r his study of famous painters and their works is 
superficially similar to Microsoft’s Art Gallery. 
Both draw their material from the National Gallery in 
London, both let you interact with their contents to 
some degree, and both provide some cultural back¬ 
ground information on the paintings. 

But the similarities end there. Whereas Microsoft 
give you an even-handed selection, Attica focus on 40 
'great’ artists and 40 'great’ paintings, as well as pro¬ 
viding basic details on 900 other works and around 
100 other painters. The major limitation is this: the 
paintings are all drawn from the period 1250-1910, so 
you won’t find much about Dali, Picasso, de Kooning, 
Pollock or Hockney. 

Once you accept this drawback, Great Artists has 
plenty to offer. For a start, the interface is very easy to 
use. Select an artist and you’re given brief biographi¬ 
cal details, a portrait and some key dates. From here 
you can examine a more detailed life story, other 
examples of the artist’s work, a simple study of tech¬ 
nique, brief biographies of fellow painters and gener¬ 
al information on life at the time. 

As well as the 40 major artists and paintings, the 
package also includes a simple search facility, a com¬ 
prehensive glossary of over 150 terms and an illustra¬ 
tive discussion of topics in art, such as still life and reli¬ 
gious themes. An Atlas gives you a geographical 
approach to art history, a Timeline provides detailed 
historical context, and a Workshop (complete with 20 
minutes of video sequences) lets you explore in a prac¬ 
tical way the different aspects of each major painting. 

Great Artists’ subjective selections won’t please 
everyone and not all of the features found here work 
perfectly, but if you’ve always wanted to know more 
about art, this is a good place to start. 

• Published by: Attica Cybernetics. Price: £64.57. 
Tel: (01865) 791346. 


The Ultrasound 
Ace gives your 
Sound Blaster 
wavetable abilities. 


Romeo & Julief^ 

A ll the world might be a stage but until now, multi- 
jtA media appears to have ignored the theatre com¬ 
pletely. However, now that Attica has released Romeo 
& juliet onto CD-ROM as the first in a series of 
Shakespeare plays, the trend is about to be reversed. 
Romeo & juliet proves beyond doubt that multimedia 
and the stage are as good for each other as the two 
famous lovers were. [Er, hang on, didn’t Romeo and 
Juliet end up killing themselves? — Dave the ‘well- 
educated’ Editor.] 

The CD-ROM contains the entire Harper-Collins 
audiobook version of the play, a hundred stills from 
the BBC archives and half-an-hour’s worth of video 


clips from the BBC production, as well as interviews 
with actors and various experts. With a play on CD- 
ROM, you can get to grips with it in ways you 
couldn’t do before. The text is synchronised on¬ 
screen with the audio, and you can pause at any 
time and trot off to do some research using the 
well-designed interface. 

This means you can get character backgrounds, 
check up on previous scenes, explore the various 
themes in the plot like love and death, and even 
search for words or phrases. One thing that will help 
make Shakespeare’s language a lot more accessible is 
the on-line help. Odd words or phrases are highlight¬ 
ed so you can click on them for a fuller explanation. 
Some passages are similarly marked so you can get a 
quick precis of what the whole passage means too. 

Romeo & Juliet also includes The Life Of 
Shakespeare, a separate presentation with fragments 
of birth certificates, contemporary drawings and pho¬ 
tographs of Stratford as it is now. If you’re bored by 
the Bard, Romeo & Juliet won’t appeal to you. But for 
anyone with just the faintest stirrings of interest, it’s 
an experience not to be missed. With products like 
this, multimedia is really coming of age. 

• Published by: Attica Cybernetics. Price: £57-56. 
Tel: (01865) 791346. 


For CD-owning Trek fans this is a must have, no 
doubt about that. It has limited appeal to others, 
although that’s true of all material of this kind. It is, 
however, an object lesson in how to make a classy 
‘interactive’ product, and bodes well for the quality 
of PC-based Trek stuff to come. 

• Published by: Simon & Schuster. Price 
£49.99. Tel: (01626) 332233. 
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(Above) Great Artists is an interesting program for art aficionados, but 
its range is quite limited. 





























keeps your hard disk clean and will act as an early 
warning signal if any problems are going to crop up. 

Yes, but it does look as though Tm going to lose quite 
a lot of my files, doesn’t it? 

If your files are sitting on corrupted bits of your hard 
drive, then it’s not going to be easy to put them back 
together again. There are products on the market 
such as Norton Utilities and PC Tools, and very good 
they are too, but they will cost you £100 and upwards 
and there’s no guarantee that they will be able to 
mend your files. It’s up to you how important you 
think that data is. 


File allocation tables? 

— Yes, they’re like directory entries. If a directory 
entry is an index of filenames, then a file allocation 
table is an index of disk sections (disk clusters, in 
fact). It lists which clusters have which bits of files in 
them. If the information doesn’t tally and there are 
bits of files unaccounted for, or sub-directories that 
don’t make sense, Scandisk will post a message to 
that effect on-screen and you can either delete the 
offending files and/or directories or ask Scandisk to 
try to fix them. 

Deleting it means you’ll lose the data, but if 
things have got really scrambled then at least you 
can start again with a clean slate. With lost bits of 
files, you also get the option to save them to a new 
file that you can open and look at, but frankly, it’s 
unlikely that you’ll be able to piece them together 
again and they might as well be consigned to the bin 
as well. 


What about that other thing you mentioned just now 
— a surface scan? 

This is the operation which should sort out that 
painful grinding noise you’ve been getting. That’s 
likely to indicate that an area of your hard disk has 
become damaged and the read/write heads are 
struggling to retrieve any of the data. The surface 
scan goes through the hard disk, sector by sector, 
cluster by cluster, checking that each one is clean 
and readable. 

If it finds a damaged bit, it will fence it off by 
marking it as a ‘bad sector’. That part of the disk will 
then be out of bounds to data, and DOS won’t try to 
save anything to it. One word of warning: it can be 
quite a slow process, so do it at a time when you’ve 
got about an hour free. 


But I’ll still be able to use the disk, won’t I? 

Oh yes, lots of hard disks have the odd bad bit. 
However, if there’s been a lot of damage and you lose 
a serious amount of disk capacity, you might want to 
consider saving up for a new one. You should also 
keep running Scandisk regularly to make sure the 
problem isn’t progressive — you know, you fix one 
bit and then another bit goes. Hopefully, it’s just one 
trouble-spot on the disk, but it might be a sign that 
the drive is about to wear out. 


The name’s Erskine. Christina Erskine. And if 
you’ve got a technical problem. I’ve got a not-so- 
technical solution. That’s why they call me... 


SHOOTER 


This month’s cry for help comes from 
Befuddled of Bournemouth: “Over the 
last few months, my hard disk has started 
acting strangely,” he says. “Sometimes it 
goes all slow and makes horrible grind¬ 
ing noises, and I’ve got a directory full of 
weird and totally impossible file names, 
like #Zfib®¥11»’'°p~jr. What’s happening? 
Is it a virus?” 

Befuddled, do you want the good news or the bad 
news? The good news is that it’s almost certainly not 
a virus. The bad news is that your hard disk is not a 
happy bunny. Sounds like it needs a good spring 
clean to me. 

How do I spring clean a hard disk? 

Well, you don’t do it literally. From all that you’ve 
told me, it sounds as though your directory entries 
have got screwed up and you need to do a surface 
scan. It shouldn’t be too difficult to repair, but you’ll 
have to prepare yourself for the fact that you may 
lose some data. 

Whoah, hold on there! What’s a directory entry? 

The directory entry is a list held in the PC of the files 
in each directory, the file details (size, date last mod¬ 
ified, and so on) and where on the hard disk the first 
bit of the file is saved. When you type DIR at the DOS 
prompt and the list of files whizzes by, DOS didn’t 
actually go through the whole of your hard disk, 
looking for files in that directory and then posting the 
filename up on screen. 

Oh no. It just looks up the directory entry and lists 
that. Which means that if your directory entry is 
scrambled, then you get files like #5Bd®¥11*''°p-j0r, 
and utter nonsense. However, it doesn’t necessarily 
mean that the files themselves have been corrupted. 
Quite often you’ll find that once you’ve fixed the 
directory entry, the right files reappear. Also, quite 
often, they don’t. 


Well, that’s very comforting. What do I have to do to 
fix this thing, then? 

Well, just have a look in your DOS directory and see 
If you have a file called SCANDISK.EXE. I’m assuming 
your DOS directory isn’t messed up, since your 
machine does seem to be working — after a fashion. 
To load up Scandisk, just type — hey! — SCANDISK 
at the C:> prompt. Then you’ll see a blue screen and 
it will start analysing all the directory entries and file 
allocation tables — 


And all this comes with my regular version of DOS? 
Scandisk comes with DOS V.6 and later. Before that 
there was only Chkdsk (meaning CheckDIsk) which 
does the file allocation and directory entry jobs 
(though it’s not as easy to use) but not the surface 
scan. I’ve mentioned Scandisk because (a) it’s effec¬ 
tive, (b) you should have it already with DOS, and (c) 
because even if your hard disk is working perfectly, 
running Scandisk regularly (once a week, once a 
month, depending on how much you use your PC) 


Another problem eliminated — bag it and tag it, boys. 

If you’ve got a problem with your PC that needs a spot of 
troubtshooting, drop me a line and we’ll talk it through. 
And when I’m not being the Troubleshooter, I’ve got a 
day job as editor of PC REVIEW, sister magazine to the 
very wonderful PC GAMES. PC REVIEW covers the whole 
gamut of PC entertainment and includes a Technical Help 
section, in which you can find more detailed versions of 
the articles which appear in this section. 










AS SEEN ON TVl 
DON'T PLAY WITHOUT... 

Use the power of your PC and Sophisticated 
Mathematics to identify patterns in actual results 




".Brilliant! My Winnings exceeded 

^ny stake -1 made Money while in with 
^ chance for the Jackpot! ... " 

Beat the National Lottery! Includes R LT^tchen Beds 

Identify patterns in actual draws. 

-l^lAnd the closer it g^s, the Bankers and Australian Pools. 

more you could win! mmq QO \ chancel gg 

mcTUK Draws Pre-Loaded! Incl. 25yrs results Pre-Loaded! tl7»7r 


To improve your memory 


Remember speeches, jokes, names & faces, 
foreign words, playing cards, telephone & PIN’s, 
and much more 

- (DOS only) 


Order today - don’t forget 


For Adults and Children 

Wide Level ranges from Pre-school to Adults! 
Improves spelling, vocabulary & mental dexterity: 

# 2 word games 

Ingenious 3 level maths puzzle £14.99 


Memory game 


Programs require MS-Windows 3.1, 2MB RAM. 
Dept. GA. 24 Guildford St. Luton LU1 2NR 
Gemini Telephone: 0582 488121 (24hrs) _ 



NJH PDK 

Dept PCG,12 Meesons MOiid 
Rochford, Essex S.S4 IRN . 
Tel/Fax;017()2 546796 ' 

Free Disks 

t-'or every 10 disks t)rdered choose I free 

GAMES 


90p 


HI.RLTIC(2) 
Dt;SCI.NTi2i 
Sl'PhRCARTS (2) 

A DAY AT THF; RACES 
ML TANT CAMbl.S 
TRAFMC DiiFn' (2) 

VGA CARD GAMES 
FOOFBALL MANAGER 
QUATRFS 2 PLUS 
TURBOTREK 
BOMBi.R 
SPACE INVADERS 
GALAGA 44 
, ICE QUEEN 
SIM SPACE (4) 

F:P1C PINBALL (21 
DESl.RT STORM 
WOIJ-ENSTEIN ID (2) 
DCKFM i F» 

D(XJM HINTS 
D(K)M(DEU)v.S.2 
DOOM 2 EDITOR 
DOOM TO DOOM 2 
20I)DOOMLEVE1.S(7) 
2(KlDOOM LEVELS 2(7» 
2(KI DOOM LEVELS .t(7) 


Many more disks in stock if you can't see what you are after pFea.se 
phone and see if we have it. Titles listed are shareware.Full catalogue 
available for only 75p or Isi class stamps tNo.)=Nuinber of disks 
, , A. t A. Disks £1.20 each 

All orders sent 1st ^^ 

- 10-19 Disks £1 each 

20+ Disks 90p each 
Add 70p per order for P&P 
Cheques/P.O.payable to NJH 


class the same dav 


GAMES 

CARD GAMES (5) 

TOM. DICK. HARRY (2) 
WAU. ST RAIDER 
GRAVITON 
WILDLIFE TRIS VGA 
DRAGONFIELD KEEP 
BLOODTHIRSTY 
BODYBLOWS 
SHOOTING GALLERY 
RAPTOR (2) 
SKYBOMBERS 
DRAGONS QUEST 
COBAT TANKS 
ABYSS VGA 
BALI.TRIS 
WORLD EMPIRI; 
NIGHT RAID 
RAYX 
SEAQUE.ST 
riLEMATCH VGA 
NIGHT RAID VGA 
POOL SHARK VGA 
SIDETRIS VGA 
LOADER LARRY VGA 
SHADOW KNIGHT 
GA.MMA WING VGA 


(SubjecT to Stock) 

UTILITIES CD ROM TITLES 


FILE MAGICIAN .1.6 
SPECTRUM EMULATOR (2) 
GAMES FOR ABOVE (4i 
C64E.MUEATOR (2) 
IMAGINE OBJECTS (4i 
IMAGINE OBJECTS 2(4) 
GRAPHICS WORKSHOP 
CDROM UTILS 
PAGE PLUS DTP (2t 
MAXIMU.M PAYOUT 
I.KK) ICONS (2) 

GOOD TO FIRM 
SIMPLY LABETS 
FONT f;DrroR 
RECOVER IT BACK 
DEMO MAKERS 
PC DRAFT CAD 2 
MCSHEEL 
PC CONFIG 
THE INVOICE STORE 
ID ATLAS 

HARD DRIVE UTILS 
DEMO WORKSHOP 
WORLD ATLAS 
ENV PUBLISHER 
AQUARIUM 


CICA4 WINDOWS fl .'t.99 
ADULT SENSATIONS £17.99 
FOV-RAY £17.99 • 

DOOM ADD-ONS £13.99 
DOOM TOOLKIT £1.4.99 
HOTTEST PC MEGADE.MOS £17.99 
GOLD MEDAL 5 £17.99 
TOOLKIT FOR LINUX £17.99 
FONTS & CLIPART £17.99 
GRAPHICS SENSATIONS £17.99 
SOURCE CODE £17.99 
INTERNET INFO £17.99 
SPACE & ASTRONOMY £17.99 
CLIPART CD £8.99 
FONTS CD £8.99 
SOUNDS TERRIFIC £17.99 
C USERS GROUP £20.99 
WICKED PCX CLIPART £17.99 
W ICKED GIF PICTURES £17.99 
SENTIMENTAL WINGS £22.99 
ILLUSIONS IN 3D £8.99 
SPECTRUM EMULATOR CD £17.99 


Help at and EBU 

Bruce Smith Books 


PC Beginners Pack 

For the complete beginner, learn the easy way through this combination of the PC Beginners and PC Multimedia 
Insider Guide books. Soft Tuiton’s Instructional video and fully documented Shareware collection. The books 
offer a blend of experience and hints and tips, with no previous knowledge assumed, and cover using Windows; 
running programs; copying files; changing settings; using built-in Windows applications; successful printing; set¬ 
ting up a CD-ROM drive; sound card and using a modem, all in a step-by-step fashion. The Windows introduc¬ 
tory video is the perfect visual backdrop to the books. 

PC Beginners Pack, £39.95, two books, video and shareware collection, ISBN: 1-873308-44-2. 


Andrew Banner’s Secrets of Sim City 2000 

This book is about experimenting, planning, strategy and lateral thinking; even deviousness; sometimes cheat¬ 
ing! It investigates new approaches and angles everyone can try and provides a complete guide to getting the 
best fro this classic game. You’ll pick up ideas and sharpen your wits in the following departments: tactics, 
finance and ordinances; disasters and pollution; power generation and transport; hints, tips and cheating (only 
a bit!). There’s a full question and answer section and plenty of screenshots to put you right on track. All done 
with wry humour and observations on how computer simulations can mirror real life, and vice versa! Includes 
full coverage of Urban Renewal Kit and exclusive disk offer containing game scenarios. 

Secrets of Sim City 2000, £9.95. ISBN: 1-873308-47-7 

Please send cheques/Postal Orders made payable to Bruce Smith Books Ltd to: Bruce Smith Books, 
Freepost 282, St.Albans, Herts, AL2 3JD or phone your Credit Card order on (01923) 894355. 

Please write for your copy of the complete PC books catalogue today. _ 


Latest games for the PC 

Why buy when 
you can hire? 

^ REASONABLE RATES ^ 

^ FRIENDLY SERVICE fP 

^ FREE MEMBERSHIP ✓ 

^MEMORY TIPS ^ 

All titles tried and played 
Review lists included (FREE) 

SAVE MONEY - CONTACT: 
ORC SOFTWARE 
P.O. BOX 7263 
PERTH PH1 1YL 


TO ADVERTISE 
IN THIS SPACE 
PLEASE CALL 

MARIE 

LAWLOR 

ON 

0171 972 6700 


SELECTIVE BBS 

Comprehensive ADULT section (over 18’s only) * Pictures of UK glamour 
models who will pose for amateur photographers * Satellite info (inc. how 
to get the naughty films!) * Shareware Games & Utils Galore * Hacks ‘n’ 
Cracks ‘n’ Tips * Trekkie Zone * Clip-Art & True Type Fonts * Graphical 
Software * Music Shareware / MIDI and MOD section with Music Related 
Conference Areas * Horse Lovers area * Business Opportunity area * Stamp 
& Coin area * Genealogy Area * Skill Base ; The on-line way to find work 
or offer a vacancy * Technical Shareware and much more! 

Call 0131 447 8051 and download FREE samples or subscribe on-line with 
your credit card for full IMMEDIATE access! 

BEST OF 1994 CD-ROM CONTAINS OVER 2,000 ADULT 
GIF FORMAT IMAGES FOR ONLY £49.95 -f £3 P&P. 

Call our credit card hotline on 01745 337438 or send to 
Selective (Dept PCG), 36 St Marys Street, Edinburgh, EHl ISX. 
Send S.A.E. for our new fuller catalogue! 





ADVERT IS IN 
PRINT, IS IT PROPER? 


Most advertisements are perfectly proper. 

A few are not. 

The Advertising Standards Authority not only 
monitors over 850 advertisements every month, it ensures 
compliance with the rules in the strict Code of Advertising 
Practice. 

So when you question an advertiser, they have to 
answer to us. 

To find out more about the role of the 
ASA, please write to the address below. 

Advertising Standards Authority, 

Department X, Brook House, Torrington 
Place, London WGIE 7HN. 


This space Is donated In the interests of high standards In advertisements. 























































DdV6 the Ed has to deal with no 
end of problems, so cheer him up with 
a letter. Send it to: PC GAMES, Priory 
Court, 30-32 Farringdon Lane, London 
ECiR 3AU. Or you could Fax him on: 
(0171) 972 6700, or e-mail him at: 
PCREVlEW@ClX.COMPULlNK.CO.UK. 



Shark Bites 


STARLeTTGR 




Dear PC GAMES, 

Congratulations on the feature ‘Look Out, Shark!?!* that was printed in the last 
issue of PC GAMES - it was excellent. Over the past few months l*ve become 
increasingly concerned by all these new multimedia companies, especially 
the film companies, announcing that they’re entering the software business. It 
seems to me that all it’s likely to mean for us poor punters is an increase in the 
number of dreadful ‘interactive movies* (which is a contradictipn in terms if 
ever I heard one), and frankly I think we’ve got enough of them already. 

However, although I felt slightly more confident about the future after 
reading your feature, I can’t say I’m completely convinced. I can’t help feeling 
that if it’s a choice between quality and profit, then the big companies will go 
for profit every single time — after all, big business is all about making 
money, not creating art (although it might be stretching things just a little bit 
calling computer games ‘art’!). 

Also, it’s all very well the developers saying that they’re being given the 
money to write the ‘dream’ games that they never had the resources to do 
before, but if somebody else holds the purse strings then surely their hands 
will be tied as to what they can do? 

Colin Jacks, 

Condover. 

Well, Colin, we understand your fears. But at the end of the day iVs down to 
market forces whether companies will pump out endless *interactive movies*. 
If enough people want to buy *em, then companies will carry on creating them. 
It*s as simple as that... 


ril Name That Game- 

Dear PC GAMES, 

For six months I’ve read all those maga¬ 
zines that tell you what PC to buy, and in 
the same time I’ve saved as much as I 
could. Now I’ve just got my annual 
bonus and I can’t wait any longer. So 
tomorrow I get my very own Pentium 
Multimedia PC, and in another six 
months I will have paid for it. In the 
meantime I’ve managed to scrape 
together £50 to spend on a game, and 
so I bought a copy of your excellent mag 
and dashed home to read it. 

But what’s this? Disaster! First, I’ve 
got to save it from hordes of green¬ 
skinned TERRORS FROM THE DEEP, then 
there’s a quick DESCENT to clean up 
swarms of droids. This is followed by 
quickly wiping out the DARK FORCES 
before making myself a PIZZA TYCOON 
for lunch. Next I’ve got to train an army 
of METAL MARINES and break the 
EARTHSIEGE, before even thinking 
about stopping for a couple of relaxing 
games of PSYCHO PINBALL Oh no! It’s 
19:42 already, and there’s still a PACIFIC 
AIR WAR to win yet. 

All I wanted was one good game, and 
now look what you’ve done. They all 
sound absolutely brilliant, but which do 
you recommend that I go for? 

Brian Smith, 

Milton Keynes. 

Wordplay huh? There’s nothing like it 
to amuse your family and friends round 
an old camp fire. But seriously, we 
often face the problem of recommend¬ 
ing any one game to somebody when 
there is so much quality stuff coming 
out every month. 

Basically you’ll just have to decide 
on what style of game you’d most like 
play and then read PC GAMES to find 
out the best in that genre. Actually, 
come to think of it, it’s not that hard a 
decision after all. 


A Load Of Pinballs 

Dear PC GAMES, 

I have just read your review of Psycho 
Pinball and have just one question to 
ask: how long did it take Codemasters 
to write it? 

This article was so biased and full of 
inaccuracies it was astounding. The 
reviewer claimed it had more variety 
than Epic Pinball or Pinball, but this is 
hard to believe. Psycho Pinball has 4 
tables. Pinball Dreams or Fantasies CDs 


have 8 tables. Epic Pinball has 13. Which 
one is likely to last longer? 

The biggest load of rubbish had to be 
the claim that Psycho Pinball was the 
only pinball game on the PC to offer a 
multi-ball feature. Crap! Has the review¬ 
er ever played Epic Pinball? I have, and 
can assure you that several of its tables 
include multi-ball. 

I am normally impressed by the stan¬ 
dard of reviews in your magazine, but 
feel that this review is not up to the 
usual standard. 

Anthony May, 

Solihull. 

You are more than welcome to your 
opinions, as strong as they may be, and 
that basically means that so is PC 
GAMES’ reviewer. All our reviewers are 
chosen on the grounds that they know 
what they’re talking about, and 
although you’ve managed to read the 
Psycho Pinball review literally, you’ve 
perhaps missed reading between the 
lines occassionally. 

For instance, the reason why we 
said that Psycho Pinball has more vari¬ 
ety than the other ‘pinny’ games around 
is because each table is packed with 


loads of little sub-games, which is 
something no other PC pinball game 
has got. We stand by our review of 
Psycho Pinball — it’s superb, no matter 
what you say. 


It’s Heresy / Tell You 

Dear PC GAMES, 

So Heretic is hailed as the best game 
since Doom, but is it any good? Well, if 
your trial coverdisk version is anything 
to go by... er, no. 

The game itself is okay, but the 
music is completely awful and unless 
the volume is turned right down it’s very 
muffled. The game also has a tendancy 
to throw me into DOS with a technical 
error message at the top of the screen. 
Also, for some reason, artifacts keep 
disappearing from my inventory for no 
reason. So, as far as I can see, the idea’s 
good but the execution and de-bugging 
aren’t up to standard. 

While I’m moaning about Heretic, a 
quick complaint about most games that 
use the joystick. At the start of these 
games I’m asked to calibrate my joystick 


by centering it and hitting fire. Fine so 
far. Then I’m asked to move it to the top 
left and hit fire. 

The only problem at this stage is that 
nine times out of ten I won’t be able to 
hold the button for the very short 
amount of time necessary to stop the 
game going straight onto the next joy¬ 
stick position, leaving it thinking that 
the top-left and bottom-right positions 
are in the same place. 

Most games don’t include a recali¬ 
bration option, so I have to exit and 
come back in again several times. No 
exactly my idea of fun. 

Pete Smith, 

Rickmansworth. 

Admittedly, several people have 
brought the Heretic problems to my 
attention, but it all boils down to their 
own machine’s calibration -1 find that it 
always works when you skip past the 
CONFIG.SYS and AUTOEXEC.BAT on 
boot-up (by pressing the SHIFT key 
after the MS-DOS message appears). 
As for joystick calibration I find that a 
copy of The Sun and ten minutes on the 
loo tends to help. 


O, For The Wings... 

Dear PC GAMES, 

What are you doing, saying that the 
Wing Commander 3’s missions have less 
‘depth’ than X-Wing’s or TIE Fighters? 
What exactly do you mean by depth? 

I have played the games and the only 
difference seems to be is that in X-Wing 
or TIE Fighter you have a few extra 
objectives, a few more ‘bits’. That’s it. 
And yet you mark Wing Commander 3 
down for not having these ‘bits’. In the 
end it’s all about blowing up enemies 
and the ‘bits’ are only more elaborate 
ways of doing this. 

Stop being blinded by so-called 
‘depth’ and remember, we buy comput¬ 
er games to have fun! 

Andrew Morrell, 

Wilts. 

For somebody that is keen to play 
games for fun, you seem to be easily 
riled by the opinion of somebody else 
who enjoys a different game to your 
own favourite. That said though, X- 
Wing and TIE Fighter are better games, 
and even the smallest ‘bit’ does make a 
difference when you’re asked to fork 
out a large amount of moolah for what 
is, when broken down in your fashion, a 
collection of bits! 











Now then, now then Dr News, 

Uh-oh, uh-oh, uh-oh, oh, rattle-rattle, jewelry- 
jewelry, ow’s-about you reserve me a copy of 
PC GAMES next month. Wowww! 


“What’s «E >7” I hear you mutter. 
Well, for your information, is the software 
industry’s nickname for the Electronic 
Entertainment Expo. Held in Los Angeles 
from May iith-i3th, it’s the quite simply the 
biggest computer games show in the world. 

Major publishers and developers from all 
around the globe will be showcasing the 
exciting new games they’ve got in Top Secret 
development. And we’ve heard that both 
Quake, Id Software’s super-sequel to Doom, 
and Rebel Assault 2, LucasArts’ follow-up to 
the biggest-selling CD-ROM game of all 
time, will be unveiled there! 

And in the next month’s issue, we’ll have a 
full report live and direct from the show 
itself. If you thought the stuff on display at 
this year’s ECTS was hot then, believe me, 
you ain’t seen nothing yet... 


Name:.... 

Address:, 


.Post Code:. 

I’d like the HD Disk edition of PC GAMES □ 
i’d like the CD-ROM edition of PC GAMES □ 
(Tick preference) 




































□ SPECCY SENSATION 

^11 cnootnim Gd^PT 


Includes over 500 all time classic spectrum games on 
one CDROM. Also includes SW . qq 

Order code: CDSPS-03 NOW £14.99 


UWORLD OFCUPART 

TO'"'"Ses for the 
Over 60 categories, over 40,000 imaoes mnct 
images stored In PCX, GIF, IFF EPS T tf 

Order code: CDWOC-77 Only £16.99 Double CD 


riARCADE CLASSICS CD 

Tussle arcade games. Pacman, Frogger. Asleriods 


□ ILLUSIONS 3D 



□ ENTERTAINMENT PAK 4CD'S 


r A four CD set of Thousands of Windows utilities, clipart, 
I fonts, games eduction. Order code: CDEFP-96 £24. 



□ essential UTILITIES 

A collection of the best Dos & Windows 
tools available. A BARGAIN BUY!!! 

Order code: CDEUW-74 £ 9.99 






GAMES 


□201 WINDOWS GAMES 


201 Great games for Windows. 

Order code: CDTHO-94 £19.99 


STAf 

MU4TI/V\ 


rp^eK 




□STARTREK MULTIMEDIA 

Contains tons of Animations, Windows Wallpaper images 
GIF pictures. Samples in WAV format, sampled theme 
tunes and more. Order code; CDSTM04 £27.99 


EPIC Marketing 
Victoria Centre. 
138 Victoria Rd, 
Swindon, Wilts. 
SN1 3BU. UK 




□ INTERNET INFO 

Contains over 12,000 document: 
concerning the internet etc, 
maps. FAQ's etc. 

Order code; CDINT-69 £19.9£ 


I PRIORITY ORDER FORM 
Name_ 


Address 


, PC Model. 


1 Payment Method. 


. Credit card number. 
Exp date. 


Recommendecl PC configuration. 386 or 486, SVGA Monitor, 4mb Ram. 



I ORDER VALUE 



. 

Total goods value 


£. 

Postage & Packing 


£. 

Amount enclosed 


£. 


OVERSEAS ORDERS 

Overseas orders are welcome, but there is a mini¬ 
mum order of 3 titles, and please add £2.00 per CD. 

COLLECTING YOUR ORDER 
You are welcome to collect your order from any time 
between 9;30am - 5;30pm Monday - Saturday. 
ORDERING BY POST 

Simply send us your order, listing the items you 
require, the total cost, and your name & address with 
payment either by cheque or Postal Order, payable 
to EPIC MARKETING 

ORDERING OVER THE PHONE 
Call any time between 9:30 & 5;30 Monday - 
Saturday with your Credit card details and the items 
you would like to order. 

POSTAGE & PACKING 
UK & Mainland, add a total of £1.00 per CD. 


514187 %^ 

I I LICENCED SOFTWARE 

ni- I I A majority of titles advertised here are exclusively distrib- 
■■ uted bv us. 


LICENCED SOFTWARE 

A majority of titles advertised here are exclusively distrib¬ 
uted by us. 

CONDITIONS OF SALE 

Goods are not sold on a trial basis. E&OE. 

Your statatory rights are not affected. 

TECHNICAL SUPPORT 

With a dedicated Technical supports line we offer 30 days 
free technical support to all our customers on all our soft¬ 
ware titles. 

SATISFACTION GUARANTEED 

We now have a powerful new order processing system 
which ensures that over 90% of orders are processed with¬ 
in 48hours. And with over 80,000 satisfied customers you 
can be sure of a good service and fast delivery. 

PRODUCT KNOWLEDGE 
8 full time Knowledgable staff to assist you. 






































































































































Play this now 


If you thought it was all over, 




i^effend 

?ACTIVE ENTERTAINMENT 


Croteam / Black Legend Software. 
Fulling Mill Barn, Fulling Mill Lane, 
Welwyn,Hertfordshire. ALB 9NP. 
Tel: 0438 840003. 


• Two different speeds of play 

• 10 tactics to choose from 

• Play on 10 different pitches ranging 
from Astroturf to Wembley grass 

• Individual player ability 




Aftertouch 
Player Power Surge 
Free Kicks 
Corners 


Penalty Taking 
Diving Headers I 

Ball Juggling I 

Heel Passing I 

Long Throws 
Bicycle Kicks 
Frenzied Crowds 
Celebration Dances 
Back Chat 
Loads of Statistics 
Team Data 
Action replays 
Match Replay 
Save Options 
Active Physios 
Stretchers on the Pitch 


CHAMPIOHS 


CREATE CUP WINMERS CUP 


TFONLT^€ WAS REAL 






























